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As beautiful as the game is, even Major League Baseball’ 
has its ugly side. For every perfect game and 6-4-3 double play, 
there is a Don Mossi. An Andy Etchebarren. A Bill Skowron. 
But MLB" 2005 and EyeToy’ change all that as they take you 
into the ballgame, letting baseball buffs put their mug onto 
customized players. The boys of summer have never looked 


better as fans change the face of baseball forever. 
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Unnerving realism. A graphically 
harrowing depiction of the terror of war. 








Powered by Guerrilla's the most controversial conflict of modern oa 
groundbreaking ‘Killzone’ engine. 4 


Forget Medals. 
Forget Honor. 
Just Survive. 


It's 1967. You've been drafted to fight in 


times. Prepare to experience the fear, 





chaos and atrocities of the Vietnam War. 


From napalm bombardments of civilian dee 
NVILIETeUcksm come =¥-(0]\VAN"4 0m ooo) 0) mne-) olspmer-]a) 
Missions range from large-scale NVA you survive your first tour of duty? P 


battles to stealth-based assignments. 





“We've never seen a more 
realistic war game.” - PSM 
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Wish they all could be 
videogame girls 


on't get me wrong, | love my 

flancee dearly — but has she 

ever saved me from a ninja hit 

squad? No. Has she won any 

street fighting tournaments? 
No. Has she ever put on a metal bikini and 
fought off hoards of orcs? Not lately. 

On the other hand, while videogame girls 
may not help pay the rent or offer interesting 
conversation, they are good for one thing: 
blowing stuff up and looking great doing it. 


Hey, it’s all in good fun, right? And fun is 
exactly what we're up to this month with 
our fifth annual Swimsuit Special. Thanks 

to today’s top comic book artists, we get to 
see the softer side of PS2’s top female ass- 
kickers. The R&R starts on page 46. 

We've also got some amazing new games 
for you this month, led by the stunning 
sequel to Prince of Persia (one of my personal 
favorite games last year). Finally, don’t forget 
— next issue is E3 :-) — CHRIS SLATE 





CHRIS SLATE / Editor-in-chief 


LIKES: Action/adventure games, platformers, arcade racers, The Ultimates 
HOBBIES: Comics, hoops, DVDs, movies, anime, drawing, iPod 


What are you most excited to see at this year’s E3? 
There are loads of amazing games, but c’mon — what can top the 
unveiling of the PSP? Viva la portable revolution, baby! 







| RANDY NELSON 
| EXECUTIVE EDITOR 


| HOBBIES: Toys, comics, anime 






| What are you most excited 

Ev | to see at this year’s E3? 
hte ea Everything. Jak Ill, Ratchet Il, 

| | Killzone, GT4, MGS 3, NFSU 2. 
team of |p | it’s going to be Cini en 
videogame 
journalists | f | BILL DONOHUE 
looks like? MANAGING EDITOR 
...Aw, c’mon a 

i LIKES: polish-pope.com 

folks, just work | HOBBIES: Selling CDs! 
with us a little, | What are you most excited 
here... to see at this year’s E3? 


Nothing, because I’m not 


interrupted days with Genny! 


| LIKES: Action, shooters, racers | 


going! I’m planning on five un- 





ERIC BRATCHER 
SENIOR EDITOR 


LIKES: RPGs, Weird Imports 


What are you most excited 
to see at this year’s E3? 

Two things: all the cool new 
games, and all the old classics 
in the gaming museum. 


| DAN FITZPATRICK 
ART DIRECTOR 


LIKES: Playing keyboards 
HOBBIES: New Wave dancing 


What are you most excited 
to see at this year’s E3? 
A new house. Any new house. 
_ | Ineed a domicile, damn it! 

_! Living out of a suitcase blows! 


HOBBIES: Raising dust bunnies 





| Kaiser Hwang 


Associate EDITOR 


| LIKES: FPSs, Franz Ferdinand 


| HOBBIES: Loving my ex-cat 


What are you most excited 

| to see at this year’s E3? 

All things portable and all 
things next-gen. I live in the 
SFF future. 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: AAA+ 
HOBBIES: Changing tires 


| | What are you most excited 
| to see at this year’s E3? 

| I will be the most excited 
when they start answering 
J my road emergency calls! 


his Prince looks fresher than the one in Bel Air (ouch — sorry ‘bout that). The sequel to 
0 N TH iS C OVE Ie one of last year’s best games, Prince of Persia 2 has a much darker look, a revamped 
fighting system and just oozes raw, unprocessed coolness. Check it out on page 38! 
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RESIDENT EVIL OUTBREAK FILE #2 
It was the last time the Zoo staff ever fed 
prunes to Ellie the Elephant. 


someeeed 
Sg ee EE ed 





es, it’s that time again, when all << GENTLEMEN. START YOUR 
of your favorite videogame vixens : 
take a little time out to hang by ENGINES! LADIES, START 





GHOSTHUNTER 


the pool and catch some rays. It’s hot! ROLLING YOUR EYES! >> Joe had a bad feeling that he should have 
. ; brought more Round-Up... a whole lot more... 





SPY FICTION 


His wash ruined, Elmo finally realized that 
this wasn’t a “new-fangled” laundromat... 





RUMBLE ROSES 


The wrestling game we’ve all 









EXCLUSIVE SCREENS: He’s back... 
and way badder than he ever was! 


o BURNOUT 3 
been waiting for! Yowza! Driving cross-country without going to the 
bathroom became a matter of pride to Bob. 
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Your inside look at this month's 
hot topics, gear, and games 


TOP STORY 





its the PS2! 





CHECKPOINT 16 
Your one-stop spot for cool 
games, movies and gear that’s 
coming your way 


I REVIEWS 


The world’s most accurate, 
in-depth game reviews 


GAME OF THE MONTH: 
Onimusha 3 r=J8) 
Capcom sends its slashing 
series out with style! 


EURO 2004 ei) 
FUTURE TACTICS Py | 
GALACTIC WRESTLING 34 
LA PUCELLE TACTICS 32 
MLB SLUGFEST LOADED 26 
ONIMUSHA: DEMON SIEGE 20 
RED DEAD REVOLVER 23 


RIBBIT KING eit) 
SHREK 2 27 
TRANSFORMERS 22 


UFC: SUDDEN IMPACT 34 
WAY OF THE SAMURAI 2 28 
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Your first look at the hottest 
new PlayStation 2 games 
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<< THESE GAMES SHOULD 
COME PACKAGED WITH 


7 Now we oh o-gently 
lift the flaming shish- 


— 
1 


ONIMUSHA: 
DEMON SIEGE 


Capcom shows that it knows how to send a series 
off with style... and fighting the evil undead in two 


FEATURED RE! TEWS ao 





Pit 


4 TRANSFORMERS “...and this is 
your brain on 30-weight oil?’ 


4 WAY OF THE SAMURAI “Here, I'll 
open that beer with my knife... ” 


4 LAPUCELLE TACTICS “And the 
tree ate all the hippies. The end’ 


THE PSM MISSION STATEMENT 
PSM is the magazine for the gaming elite — the hardcore gamers that support and drive 
this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 
family,’ or waste space interviewing movie stars that have nothing to do with games. 
That's just not what we're into. 


PSM Is also proudly independent. We have no official corporate sponsor, so you can trust 
that our reviews and opinions will always be 100% our own. Our readers always come 
first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
PlayStation 2 gamer, who deserves nothing less. Now let’s get this issue going! 
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BREAKTHROUGH SINGLE-PLAYER ACTION, FEATURING EXCLUSIVE JUNGLE LEVELS 


BREAKTHROUGH MULTIPLAYER GAMEPLAY: 1ST-PERSON MERCENARIES VS. 3RD-PERSON SPIES 














A BREAKTHROUGH IN ACTION 


YOU ARE SAM FISHER, AN AMERICAN SHADOW OPERATIVE SENT TO DESTROY AN INDONESIAN TERRORIST THREAT. IN 
TOM CLANCY'S LATEST ESPIONAGE MASTERPIECE, PREPARE TO EXPERIENCE A BREAKTHROUGH IN ACTION GAMING — 


INCLUDING THE MOST REVOLUTIONARY MULTIPLAYER MODE SINCE THE DAWN OF DEATHMATCH. 
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The)besiaction|series/injyears/EXPLODESjonto)PS2!) 
Why/you/MUST;own)these)/ games!) 


cont etheneneneyy 


ideki Kamiya. You might not know PlayStation world has ever known. Now his latest mixing perfected old-school gameplay with new 
the name, but you definitely know hero — Viewtiful Joe — is bound for PS2, in both an ideas to form one totally hardcore game the likes of 
the man’s games. We’re talking enhanced version of last year’s GameCube original, which you've never seen before. 

Resident Evil 2 and the original Devil and a brand-new, super-charged sequel. VJ’s “VEX” system lets players slow down and 
May Cry: two of the best games the ViewtifulJoe brings cool to a whole new level, speed up time, and zoom in on the action. Fitting, 
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SS THESEGAMESSHOULDCOME ~ 
PACKAGED WITH EXTRA UNDIES >> 





FIVE REASONS WHY VIEWTIFUL JOE WILL OWN YOU! 


1. OLD-SCHOOL MAGIC 2. CRAZY VFX POWERS 3. IT’S HARD AS HELL 4. KICK-ASS BOSS FIGHTS | 5. KING KAMIYA 

It’s the best of old-school | The first time you slow down The first ViewtifulJoe is one of | Speaking of bosses, they're "It’s from the guy who made 
games made better with new | time and punch a bullet back | the most challenging games all really unique, but more | Resident Evil 2 and Devil 
technology. Back in the day, | at the guy who shot it at you ever, but you never want to than that, the challenge of May Cry — two of the best 
we could only have dreamt | is amazing, and it only gets give up in frustration. We figuring out which of Joe’s | PlayStation games ever! This 
of a side-scrolling game this better from there. Best. Play. fought the Ist boss 20 times VFX moves you need to use ' underappreciated genius can 
cool - VJ is the real deal! | Mechanics. Ever! without getting tired of it! to take ‘em out is supreme. do no wrong! 









































VIEWTIFUL 
‘oe's girlfriend becomes a playable character in this sequel (we 11] A N T E | 
won't spoil how or why she has super powers) that introduces ® 
new VFX moves. Joe will be able to use an instant replay — just think: SURPRISE CAMEO ROCKS VJ7! 
% you can hit an enemy once, then replay the punch three times for Capcom's bringing the love to the PS2 
triple damage. Or, eat a burger for health and replay that for port of the rockin’ GameCube original. 
3x the life-up. Get hit while replaying, though, and Joe will take The biggest change revealed so far is 
three times the damage! He'll also be able to grab enemies, spin that you'll actually be able to play the 
them, and throw them into their evil cohorts. game as Dante from Devil May Cry! How 
Silvia will have her own unique moves, most of which are this will change the feel of the game 
still secret. She'll be able to attack using her pom-poms (no obviously remains to be seen, but our 
THE RED-HOT SEQUEL THAT WILL joke!) and a gun... both abilities that Joe doesn’t have. We Rigen ote ae Se MEW a 
TAKE THINGS OVER-THE TOP! can't wait to see what else she has up her sleeves! kinds of wild possibilities! 
through and through, Silvia takes out , PE) a ee SLIEES DIB IBIBTE ee ar. wee4 
cheerleader kick. : , lee 
sor baa guys with a zoomesin SPF fly \ a \ 
irl g i 3 
AP is a | 
Rice ay 7) 
oS 5 Ei Ve 
\aeeeeeeeee i \ 
_ Joe will have new VFX moves, _ Silvia looks sweet, but her cannon \ 
pk il pie a ag ie etch tl Sc TITTIitiitttittt to 


attacks for added damage. while her pom-poms pack punch! 
Kamiya’s best-know badass makes a cameo 
as a playable character! Kick ass! 


WHAT'S NEXT? SAY, 


AN 
Hideki Kamiya and Shinji Mikami — Capcom's two most 4) Fu il 
brilliant game makers — recently formed their own Cd ' 3 A. 
since the game is set in “the world of the movies” studio, called “Clover” It’s still part of Capcom, but it Le 
We've all played games with slow-mo and fast action means that the two masterminds will be working even v4 “o. F 
before, but VJ takes the concept in new directions; more closely together in the future, which will hopefully =, 7 
he might slow down the film to make propeller- result in even more groundbreaking games. In fact, the ‘ ae 
driven platforms drop, or speed up until he first original game from the studio, Okami, is another jsaggneseeeeeeuas 
catches on fire to light torches that open doors. super-unique creation. Players control a god in wolf i: Who's the cooler: character? How snout 
form, who must return sunlight and color to the world. It ee ee Oe 
back at enemies in looks cool, and with the tag-team of Kamiya and Mikami Seeeeeegeeeegenean8 
slow-mo, or Zoom behind it, we're sure the gameplay will stack up! at lt VON 








in to perform flashy 
move... and even 
make enemies run 


away in fear of his awe- Kamiya son 
someness! “Cool” doesn’t designs a wolf, 
even begin to describe the oe ae! . 
oing to foo! 
gameplay style. badass! 


You can count on much 


more about both games — which 
are due out this fall — in the next 
issue of PSM! 


/ Instead of rescuing Silvia, Dante's gotta save 
Trish. Kinda makes sense, doesn't it? 
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anniversary 


he days of squaring 
Ts against friend 

and foe alike in 
darkened arcades are all 
but over, but the games that 
sprained our thumbs and 
emptied our wallets are any- 
thing but forgotten. 

This year, Capcom will 

mark more than a decade 
of Street Fighter (the original 








> By the 
time of Street 














Fighter Ill 3rd F = 

. fame launched in Japan in 
Strike, Ryu hter Il Anniversary 8 A 
is a battle- x sleek paigelins whole lot more! 1987) by releasing a fan's 
hardened 8 i dream pack: Hyper Street 
ansatsuken 


Fighter II Anniversary Edition, 
released earlier this year in 
Japan, and a PS2 conver- 
sion of Street Fighter III 
3rd Strike — in one box. A 
price for this holy grail of 
2D fighting goodness hasn’t 
been set, but we've heard 
talk of a $29.99 price tag 
when it hits stores this fall. 
The Hyper part of the 
package will actually be a 


master. 







| > Street Fighter 
IN 3rd Strike: The 
amazingly animated 
fighter finally comes 
to PS2 in coin-op 
perfect form. 


CHARACTER SELECT 








OF THE DRAGON PUNCH! 


~ Capcom delivers a two-hit combo of Street 
Fighter greatness to celebrate the series’ 17th 


Swiss Army knife of every 
Street Fighter Il game and 
character. You'll be able to 
pit Street Fighter II’s totally 
unbalanced Ryu against 
his Super Street Fighter II 
Turbo counterpart for an... 
interesting match, to say the 
least. The disc also packs 
a lot or art, music, and 
video extras for ultimate 
fan service. 

Street Fighter Ill 3rd 
Strike is a pixel-for-pixel port 
of the arcade game, which 
has been out for years, but 
has yet to surface on PS2. 

The only thing missing 
from this pack is online 
play. Well, that and the 
original Street Fighter, but 
we're okay with that. But 
c'mon, Capcom — we want 
to get our fight on across 
the globe! 











Who’s the greatest of the original 
eight World Warriors? Let us know 
by sending PSM a text message 
with your cell phone! Just dial 76278 
and enter “PSM” and the letter (“A,” 
“B,” “C,” etc.) of your favorite charac- 
ter in your message before sending 
it. We'll have the results of the poll 
next issue! 







you read this for $12.99 a pop. That’s a mighty good 
deal for such detailed and 6” posable recreations of 
SF classics, if you ask us! 





toys (they still give us nightmares) — these 
awesome action figures are the real deal. 
They're from SOTA Toys and can be had by the time 






F orget those gawd-awful G./. Joe Street Fighter 
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E3 SLIMMING 
DOWN? 

Word has it that several large 
companies, including EA and 
Atari, are considering dropping 
out of the annual E3 expo in 
the future. Reason being, it 
costs a /ot of money to exhibit 
at the show (millions, folks) and 
the actual benefit they get out 
of it versus having the media 
come to smaller “gamers days” 
has declined dramatically. 


ONE RPG TO RULE THEM ALL 


The Lord of The Rings becomes an epic role-playing game from EA , : 


he movies are done with, but The 

Lord of The Rings saga continues on 

PS2 in The Third Age, an ambitious 
RPG in development at EA Redwood Shores 
by the same team that created The Lord of 
The Rings, The Return of The King. 

This is no hack-’n’-slash adventure, 
though; those who choose to venture into 
Middle Earth will encounter a deep, turn- 
based RPG where they create their own origi- 
nal character to side with the Fellowship... 


MONITOR ¢¢ 












or Sauron and his evil minions! Players will 
cross paths with the heroes of the film, but 
whole new stories and adventures are said 
to await them. 

If EA's LOTR action games are anything 
to go by, expect the production values and 
authenticity to the films of this game to be 
beyond belief. This surprise game is amaz- 
ingly slated for a fall release this year, so 
expect much more info on it coming out of 
E3 in our next issue! 






Dwarves aren’t th 
fa fe only ones 
can wield axes in this game, me 












This Elven character is casting 
a spell — hopefully fast enough 
to keep that cave troll from 

pounding his fellow adventurer. 








eQ REDUX 
DUDE, WHERE’S MY NORRATH? 


The finest PS2 action RPG ever gets a sizzling new 
sequel... without so many fancy words in the title 


espite some trouble stem- 
D ming from the PlayStation 2’s 
finicky taste for dual-layer 
DVDs, Champions of Norrath: Realms 
of EverQuest was one fantastic game. It 
looked incredible, it had that same addic- 
tive “something” that made Diablo legend- 
ary, and the four-player, online play with 
voice chat rocked the house. Needless 
to say, when Sony Online called to tell us 
about the sequel, we listened hard. 

Here's the quick and dirty lowdown 
on Champions: Return to Arms: it will 
feature two new playable races, one of 
which is the feline tiger-race known as 
the Vah Shir. There are new environments 
(Luclin?), spells, abilities and items, some 
of which are super-powerful and found 
in unlockable, non-linear side quests. You 
can port over your existing Champions 
of Norrath character. New twists in story 
progression and multiplayer options look 
to keep things fresh and, most impor- 
tantly, Snowblind is returning as developer. 
We'll know more soon, but this looks 
very promising. 





4 Bad kitty! There are two 
new playable races, including 
the Va Shir berzerker, shown in 
combat, here. 


< Champions: Return to Arms 
continues the storyline begun 
in the first game, with the 
player hoping to prevent the 
resurrection of a corrupt god. 
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EYETOY: NOT A GIMMICK 


Third-party support for Sony’s all-seeing peripheral picks up pace 


dd Sega and EA to the grow- 

ing list of companies that 

are either making games 
specifically for the EyeToy, or incor- 
porate some level of support for the 
surprise-hit add-on. 

Sega, for its part, has announced 
Sega SuperStars, a collection of 
EyeToy: Play-style mini-games featur- 
ing popular Sega characters. In one, 
you enter the world of House of The 
Dead and smack approaching zom- 
bies. In a spin on Play’s boxing game, 
players can duke it out against Virtua 


Fighter characters. Sega SuperStars 
will ship this fall. 

EA is warming up to EyeToy by 
incorporating support for it into their 
upcoming games, but not requir- 
ing that you own one to play. Harry 
Potter and The Prisoner Of Azkaban 
features a variety of EyeToy-based 
mini-games, while The Urbz, the 
console-only urban take on The Sims, 
will use the EyeToy in yet-to-be- 
revealed ways. 

More games with EyeToy support 
are sure to be announced at E3, so 
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don’t be surprised if we have even 
more to report next issue. 








A virtual fight against a Virtua Fighter. 


A Turn out the 
lights, and you 
see just how cool 
this case really is! 


» Sung-Eun’s 
PS2-style PC is so 
shiny, you could 
use it as a mirror. 


ey, Sony... you might want 
He give Sung-Eun a shout 
when you're ready to 
design the PS3. This ambitious PC 
modder spent one month converting 
his plain old Pentium 4 PC into an 
awesome reflective black PS2 look- 














Wr 


= 


he 


> } 
hay SO O45 
Despite what countless zom 


taught us, the undead 
u y Cal 
4 simple flick to the eae . 


a 
: . 


bie movies have 
dispatched with 


alike. And if you think it looks hot in 
the light, check out what happens 
when the lights go out — internal 
cold cathode tubes pump dazzling 
light out the edges of the machine’s 
glass surface! Let’s hear it for anoth- 
er excellent display of fandom. 


Do you have proof of your PlayStation fandom to share with the world? 
Cosplay pictures, fan art, tattoo photos, and more can be sent to us at 


psm@futurenetworkusa.com! 

















The Origin Of Doc Ock’ Is Revealed! 


Ox 









Amazing 
Bonus Features! 


New On DVD t 
And Video June 29 


jon-Packed 
Animated Adventure 


MARVEL, SPIDER-MAN and all related characters and the distinctive likenesses thereof are trademarks of Marvel Characters, Inc. and are used with permission, eis va) 
TW & © 2004 Marvel Characters, Inc. All Rights Reserved. Distributed by Buena Vista Home Entertainment, inc., Burbank, CA 91521. Printed in US.A. Home Entertainment 
www.marvel.com ' © Buena Vista Home Entertainment, Inc. a A 
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You’ve found it: your one-stop spot for all the best stuff headed your way , 
(Please keep in mind that release dates do change — don’t blame us if they do!) © 












Current Releases 


GENRE PUBLISHER 





GENRE PUBLISHER 


f er: Namco Type: Air Combat 
The latest eee in the popular Ace Combat franchise looks 
to be the best yet. In the near future, the countries of Osea 
and Yuktobania go to war, and it is up to you to protect your 
homeland of Osea. Not only are the graphics and gameplay 
improved in this game, but you can now give commands to 
your squadron to gang up on hostile targets. 





r: Atlus lype: RPG Rel D 
It’s the end of the wore as he knows it for this teen, and he 
certainly doesn’t feel fine. In Shin Megami Tensei: Nocturne, an 
apocalyptic event consumes Tokyo and infests it with demons. 
And just as Tokyo has changed, the protagonist has changed 
as well — he discovers he is imbued with demonic powers, — 
which will be his key for survival in this demon-filled city. 








Dante’s back, and he’s more of a bad ass ; than ever in this prequel. 
Players can choose how they want to play the game, whether it 
be focusing more on gunplay or hand-to-hand combat or other 

3 styles. And Dante looks even cooler thanks to cinemas directed by 
Ryuhei Kitamura (Versus). 








Ace Combat 5 
e: Fall 









; 
sia 


Konami Type: Racing Re ate: Spring 2005 

Despite what you might think of the name, Enthusia looks simply 
amazing. Konami presents a racing game that promises to have 
the simulation-style depth of Gran Turismo and the arcade-style 
gameplay of Ridge Racer, making Enthusia an exciting new entry 
in the racing genre. 











e: eet 








: RPG Re Jate: Fall 

Some long-time Suikoden fans were ‘turned off by aspects of the 
third game, but Suikoden IV looks like it’s going back to its roots. 
The game is still in 3D, but there is one central character again, 
instead of the previous game’s three, and the battle system is 
more like the original two games’ battle system. 








1a 3: Demon Siege 

Capcom Capcom 1 Action 
Being a demon warrior has never been better — 
especially when you can travel through time to slay 
demons in both feudal Japan and modern-day France. 














al tasy Xi 

ony CEA Square Enix Online RPG 
Okay, so the game isn’t absolutely perfect, but it’s 
still fun and addictive to go on an adventure with 
other Final Fantasy fans around the world. 
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Samurai Warriors 
Koei Developer: Omega Force Type: Action 
It’s Dynasty Warriors with a Japanese twist, and it’s a 
lot of fun. The improved gameplay and new features 
make this even better than the original series. 


MONITOR °®, 





v XACT Communication made communicat- 
0 LJ ing even easier by making the WristLinx 
voice-activated. 


Here’s a look at some of the hottest new gear 
and goodies you should keep an eye out for 
















































Konami 
Konami 
Fall 


From: XACT Communication 
Price: $21.95 - 39.99 
There are a multitude of ways to instantly contact one 
another across long distances — cell phones, PDAs with 
instant messaging capabilities, or even other walkie-talkies, 
for example — but the WristLinx X2X 2-Way Wristwatch 
Communicator is more convenient than those options 
because you can just strap it on your wrist instead of 
carrying it in your hand or your pocket. And you can Ee 
pretend like you're Dick Tracy, which is something that ae 
some of the other communicators lack. : kincpoM HEARTS i 

The WristLinx X2X 2-Way Wristwatch Communicator Feo FP ))/S)a)¢ Square Enix: 
as the name implies, features a digital wristwatch with " : r fe * : Developer: Square Enix 
a backlit LCD display. But it's also a walkie-talkie that } Hf Soo 7 e/ _ Release Dateny/:/:\ 
features 22 channels, using both FRS and GRMS i 
frequencies, so you and your friend can communicate 
with one another without interfering with other people's = The sequel to Square 
communications, and the WristLinx X2X has a range of : #2 ~~ Enix’s Disney RPG stays 
15 miles. The battery is rechargeable, and, fortunately, a eae | Last put at the #2 spot. 


charger is included. 
3 Square Enix 
Square Enix 


TBA 


Yet again, Snake has a 
constrictor-like hold on 
the top of the charts. 





Last 
Month 





rZA The latest in Square 
3 Enix’s epic series holds 
strong at #3. 


GRAN TURISMO 4 

Sit: Sony CEA 8): Sura Digital 
Release Date: y:)|! 

Despite delays, G74 moves up a spot. 


iT: DECEP TION 
Midway 











v5 
4 





: tk enone. J 
IY 7 i : Atari Developer: Reflections 
#6 Summer 
Last Month Patience i is a virtue; DRIV3R is almost here. 


TOP 10 PS2 GAMES TOP10PS1 GAMES OVERALL TOP 10 
FOR MARCH FOR MARCH FOR MARCH 


1. MVP Baseball 2004 1. Shrek: Treasure Hunt 1. Ninja Gaiden (XBX) 


KILLZONE - 
0: Sony CEA =~ Guerilla Games - 
Release Date: =! 


This gorgeous FPS stays put at ‘# 


Sony CEA e Insomniac Games 
te: TBA 
Ratchet & Clank are anil to go online. 


2. James Bond 007: EON 2. Crash Team Racing 2. Pokemon Colosseum (GCN) | CUNow 10 XENOSAGA El 
3. Final Fantasy XI 3. Atari Anniversary Edition 3. MVP Baseball 2004 (PS2) : Namco 

4. Resident Evil: Outbreak 4. Spongebob Supersponge 4. Splinter Cell: PT (XBX) / TR 
5. MX Unleashed 5. Spyro: Year of the Dragon 5. MVP Baseball 2004 (XBX) 

6. Jet Li: Rise to Honor 6. Beyblade 6. James Bond 007: EON (PS2) 
7. Drakengard T. Crash Bash 7. MGS: Twin Snakes (GCN) 

8. NFS Underground 8. Namco Museum Vol. 3 8. Final Fantasy XI (PS2) 

9. NFL Street 9. Final Fantasy VII 9. Resident Evil: Outbreak (PS2) 
10. The Suffering 10. Mortal Kombat Trilogy 10. MX Unleashed (PS2) 





CAST YOUR VOTE! 
Visit www.psmonline.com and pick your most wanted 
game from our list of the hottest upcoming releases. 

We'll tally the results, and print ‘em here each issue! 
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NOWHERE YOU CAN'T GO. 
NOTHING YOU CAN'T DO. 





t 


Take. New. York fora: Spin: 


Www. activision. com/spider-man 


In stores June 29. 


—— 


with breathtaking new moves — with anything. 
and amazing combos. 


Do anything Spider-Man® can Go anywhere and interact 
















Pick your own path: battle Swing through a living. highly Web swing for the first time 
Doc Gck, bust street crimes detailed Manhattan. — fram street to rooftop across 
or clash with classic villains. the entire city. 





Spider-Man and all related Marvel chatacters, 1M & © 2004 Marvel Characters, inc. Spider-Man, the Movie, and Spider-Man 2, the Movie © 2004 Columbia Pictures Industries, 
is hts reserved. Game code © 2004 Activision, Inc: and its affiliates, Published and distributed by Activision Publishing, inc. Activision is a registered trademark of 

sion, int. ond tts affiliates. All rights reserved. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox 
and the Xbox jogos ate registered tredemarks.or trademarks of Microsoft Corporation in the U.S. and/or in other Countries and are used under license from Microsoft. 
IM, ©, Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintend: 2061 Nintendo. PC CD-ROM logo TM and © IEMA 2003. The ratings icon is a 
registered trademark of the Entertainment Software Association. All other trademarks and trade names are the properties of their respective owners, 











GAME INFO PUB CAPCOM | DEV CAPCOM | TYPE ACTION/AQVENTURE | MAX PLAYERS GNE | ESRB RATING MATURE 


CONTENTS 


Euro 2004 ; Bes = 
Future Tactics 
Galactic Wrestling 
EL) Hardware Reviews 
ED La Pucelle Tactics 
42) MLB Slugfest Loaded 





A Reno’s weapons are all about givinghim = 
a long reach, and include a whip and a 
chainsword. The whip can also be used to 

swing across certain chasms, Tarzan-style. 


Onimusha: Demon Siege 
Red Dead Revolver 
Ribbit King 


EE) Transformers 



























SCORING 


CLASSIC 


A rate gem; Our highest 
recommendation 


(8 ourstanoins 


One of the better games this year 


ONIMUSHA: 
DEMON SIEGE 


This is how you send a series off! 


VeRY GooD 


You can’t go wrong 


rr{ay)) 


A solid gsme 


2B oxay 


Kind of fun, but no big deal 


Ss eee 


You've got to love the subject matter 


LACKING 


Big flaws really hurt this game 


evra ay what you want about it, but 


EB awru, rene Capcom’s Onimusha series is a 
This game is an insult > ,, 
WHY? marvel of consistency. It’s never 
been the absolute pinnacle of 


Why would anyone do this to us? 


e take our reviews very 4 When the A ; rj 3 ai 
W seriously. We spend hours upon sky starts raining demons, game design, nor especially innovative, but it’s always been 
hours playtesting each title so Jean Reno must whip it. given the absolute highest production values, and it’s always, 
that we can give you the absolute best always been a lot of fun. Demon Siege continues the tradition 
information to:help you buy. = = admirably, and if this is to be the last of the trilogy, it’s going 


Games that score an 8, 9 or 10 earn 7 ae 2 a FE 
a Bronze, Silver or Gold PSM Must-Buy out with a bang — thanks in part to the addition of its guest 


Award. We don't hand these beauties ’ = » _ star, French megastar Jean Reno. 

out easily, so if you see one on a review, > Dude... why = ss aS Demon Siege spans two time periods and locales, opening 
a game box or advertising, you'll want to ‘ does this D. "ae SS = up the series both graphically and in terms of its gameplay. 
be sure to check that game out bracelet you gave : af aie Genma scientist Guildenstern has discovered a machine that 


Ber nT pa Boe me say “Kaede” 3 - a2 = ’ x i 
joa eee an, on it? 5 : = can open “time folds?” and immediately launches an attack 
at r gam tf 


wouldn't fare as well if they were 
reviewed today. 
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A Fire in the hole... in your chest! Elemental 
effects, a hallmark of this series, are bigger 
and more beautiful than ever. 





A Jean Reno actually fits into the action iat 
well, though his coolness quotient takes a 
nosedive when he switches voice actors. 


500 years into his future. Thus, in a 
nifty CG sequence, a quiet afternoon 
in modern-day Paris is bloodily 
interrupted by vicious genma (read: 
demon/zombie nasties), who proceed 
to rip the population to shreds. 
Caught up in this is French supercop 
Jacques Blanc, who, in a side effect of 
Guildenstern’s machine, finds himself 
back in feudal Japan. Likewise, series 
regular Samanosuke finds himself in 
modern France. The convoluted plot 
actually adds a lot to the Onimusha 
experience, with action taking place 
against familiar landmarks like the Arc 
d’Triumph. 

While most of the third-person, 
sword-slashing gameplay mechanics 
will feel familiar, and Onimusha 2’s 
adventure game and puzzle elements 
are more prolific than ever, there are 
also a number of interesting additions. 
For the bulk of the game, you switch 
between feudal Japan and modern 
Paris, and at times the switching is 
under your control. There’s a bit of a 
strategic element to this, as you can 
pass items back and forth between 
periods. Also, in addition to switching 
between the chainsword and whip- 





HOW IT STACKS UP 


Onimusha: Demon Siege 
Maximo vs. Army of Zin 
Nightshade 

Rise To Honor 

Seven Samurai 20XX 


anvyouw wo 





<< AFTER ALL, RENO IS, Y'KNOW, ONLY ONE OF THE 
, COOLEST GUYS ON THE PLANET RIGHT NOW >> 


wielding Jacques and the more clas- 
sically armed Samanosuke, you also 
spend a couple of levels as Jacques’ 
equally kick-ass fiancé Michelle, who 
adds firearms into the mix. There 
are even times when different mixes 
of characters cooperate, with one 
character player controlled and the 
other an Al. 

Although it could be argued that 
Reno's inclusion here is little more 
than a gimmick, his presence actually 
adds a lot — at least initially. After 
all, Reno is, y’know, only one of the 
coolest guys on the planet right now, 
and the sharply recognizable 3D 
version of him here captures him 
well. Disappointingly, however, after 
the first few levels he switches from 
French to English and gets voiced by 
a completely new actor and Reno’s 
laconic, gravelly French-accented 
tones simply disappear. Bummer. 

Still, everything else is so 
generally excellent — well OK, 
the camera is also occasion- 
ally less than helpful, but you 
probably knew that — even 
this doesn’t detract from it 
much. Simply put, Demon 
Siege is a blast, and sends Me F3 
the series off (at least for Me 
now) with a resounding ¢ 
bang. JEFF LUNDRIGAN 





a 


eta LL BREAKDOWN 


A The enemies 
you face will 
fange from the 
series trademark 
demon-ninja 
to relatively 

+) typical-looking 

_} samurai and on 
to crazy, creative 
hellspawn. 





The Reno Factor 


Jean Reno has been making films 
for going on 25 years now, but it 
wasn’t until director Luc Besson’s 
The Professional (aka Leon) that 
American audiences first took 
notice of him. Reno's trademark 
laid-back attitude and general 

r=) 8)] [i ava coesyolele) malian csiimuviaa lela 
even seeming to makes him stand 
out, even in complete junk like 
Devlin and Emmerich’s execrable 
Godzilla remake. But for vintage 


A Once again, Ccananantat is aiodeled after 


| Japanese movie star Takeshi Kaneshiro. You 


can see him in the film Returner, if you like. 


<a 


FINAL SCORE 
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Reno, check out the Japanese co- 
production Wasabi. It’s good stuff. 


“Sorry about Godzilla everyone. But hey 
— check out the original French version of 
1993's Les Visiteurs!” 


A As always, the game showcases the very 
highest production values, from artistic 
design and graphics to stunning cut scenes. 


OUTSTANDING 


If you've never played the series before, this 
is the one to try. If you have played it, you 
won't want to miss this amazing finale. 


An up-close look at 
the came in action 


4 W Reno doesn’t get 
all of the screen time. 
Samanosuke’s back, and 
man, is he a badass now! 


<¢ Sometimes, 
ey you il play as one 
character and the 
CPU will control 
| the other, so you 
| can team up. 








4 “Why throw away your life so reck- 
lessly?” Bosses like Megatron can prove to 
be pretty difficult if you insist on going into 
battle unprepared. 


4 There are some destructible urban- 
ized areas, but they are, unfortunately, 
few and far between. 





A Forget the “universal greeting” — some- 
times you just have to shoot first and ask 
questions later. 


he Transformers debuted 
on American TV 20 years 
ago, and it has since gone 
on to become a pop cul- 
ture phenomenon with 
legions of diehard fans. These same 
fans have had to endure several sub- 
par videogame adaptations of their 
beloved series, but there is, at last, a 
game to rise above the mediocrity. 

In this Transformers game, three 
selectable Autobots — the balanced 
Red Alert, the nimble Hot Shot, and 
the heavy-duty Optimus Prime — 
travel the globe and beyond to fight 
the Decepticons and collect Mini- 
Cons, small robots 





> *One shall stand; 
one shall fall” You'll 
face seemingly insu 
mountable odds in 
_ the game, including 
_a battle against the 
_impressively large 
‘Tidal Wave. 


GAME INFO 


A good Transformers game? “I would have waited an eternity for this.” 








used as tools in the Autobot/ 
Decepticon War. 

The Mini-Cons are more than just 
collectible widgets, however — they 
play an integral role in your battle 
against the Decepticons and the 
Decepticlones by enhancing your 
weapons and armor and by giving 
you abilities like gliding or dashing. 
You can attach up to four Mini-Cons 
at once (each is assigned to a shoul- 
der button), and using the Mini-Cons 
effectively can favorably alter the 
outcome of combat. While smaller 
enemies are easily dispatched with 
a few blasts from your rifle, bigger 
ones — and bosses like the titanic 
Tidal Wave in particular — can take 
and dish out much more punishment, 
so it is always important to have the 
appropriate Mini-Cons equipped. 

The game itself is a third-person 
shooter that plays like a first-person 


shooter, and controlling your Autobot 
as either a robot or a vehicle is virtu- 
ally hassle-free, though jumping can 
be an annoyance at times. The all- 
important transforming is as simple 
as pressing a button. The graphics 
are gorgeous, but the game does suf- 
fer from noticeable slowdown when 
there’s too much action onscreen. 
Also, while there are eight levels 
throughout the game, almost all of 
them are mostly uninhabited environ- 
ments; it would have been nice to 
fight Decepticons in vast metropolitan 
settings. The levels themselves are 
huge, but it can be difficult to navi- 
gate the terrains because of their size; 
a map and/or compass would have 
been helpful. And the heroic Autobots 
look a bit less heroic when they get 
hit and flail about like a marionette 
without its strings; ragdoll physics are 
out of place in a game in which the 


principal characters are giant trans- 
forming robots. 

Still, it’s a lot of fun to make 
like Optimus Prime in Transformers 
the Movie and crash into a pack of 
Decepticons, then transform into a 
robot and blast the stragglers. Sing it 
together, Transformers fans: “You got 
the touch / You got the power!” 

JUSTIN CHENG 





4 “It’s over, Prime.” Even some of the regu- 
lar Decepticlones can be very challenging, 
which makes using the Mini-Cons that much 
more important. 


HOW IT STACKS 
Ratchet & Clank: GC 
Max Payne 2 


VERY GOOD 


While the game is substantive enough for 
everyone, it is the fans who will really 
appreciate it. Fans, rejoice — this is the best 
Transformers game yet. 


Transformers 
Metal Arms: GITS 
Virtual On: Marz 


FINAL SCORE 
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A The overall tuning of the game seems off 
— enemies are often inhumanly durable, 
which impedes the pace of the action. 









4 When it comes to a one-on-one, quick- 
draw duel, the camera adopts the classic 
“holster-cam” position. 


A Say hello to my little friend... who 
happens to be a great, big gun! 


EAD 
LVER 


REVIEWS es 






Comes up a few 
rounds short... 








ith Red Dead 
Revolver, Rockstar 
San Diego has 
crafted a gritty 
Western tale that 
has as much in common with cliché 
vindication stories as with the frac- 
tured narrative of a Tarantino film. As 
Red, you're out to avenge the brutal 
murder of your folks, a result of new- 
found riches. As Red’s path crosses 
with others; the story beefs up and 
gameplay variety is cultivated via the 
use of multiple playable characters. 
The cutscenes in the game employ a 
dirty film filter that works wonders in 











creating an Old West aura. You can 
almost feel the celluloid deteriorat- 
ing as each scene flickers with dust 
grains, and the contrast level follows 
a sinusoidal path. The game's overall 
presentation, from menus to load 
screens to music, is just as effective, 
using just the right fonts and colors 
and sounds to convey an almost per- 
fect sunset mood. 

Red Dead's gameplay follows tra- 
ditional Hollywood Western mythol- 
ogy. You'll have shootouts on moving 
trains, save helpless farm animals 
from burning barns, and even have 
One-on-one duels with the most 
despicable of outlaws. The duels are 
one of the game's highlights, with 
its clever Dead Eye implementation 
(think bullet time) and glitzy slow-mo 
camera work. 

Unfortunately, past the lavish 
production values lies some unbal- 
anced gameplay. While the game 


<4 One very cool addition to the action is 
Dead Eye aim, in which time almost freezes, 
giving Red the chance to zero in on several 
enemy weak points before unloading a hail 
of bullets. 


FINAL SCORE 


OKAY 


There’s no doubt that Red Dead Revolver 


comes off as a classy Western, but under- 
neath the high production values is a game 
begging for more depth and balance. 





attempts to incorporate many great 
concepts — shooting from cover, 
stealth missions, bar fights, riding 
horses — they’re never fleshed out 
to a worthwhile degree. A bit more 
depth and sophistication could have 
gone a long way. 

Additionally, the damage enemies 
can withstand is oddly inconsistent. At 
times, a single knife blow will take out 
a foe; but a moment later, someone 
else will take five rifle shots to the 
face and still come charging. 

The multiplayer modes are decent 
fun, but lack online support, and 
don’t live up to the standards set by 
other titles. Unlockable characters 
and arenas for multiplayer give Red 
Dead a little more life, but their worth 
is directly proportional to how much 
you enjoy said mode. 

Stuck in limbo for some time, Red 





HOW IT STACKS UP 


James Bond in EON 8 
Max Payne 2 8 
Rise To Honor 7 
Red Dead Revolver 6 
kill.switch 6 





Dead has risen from its grave, but 
is ultimately left half-standing. Red 
himself lacks the heroic resonance to 
compel you to fight his battle, and the 
gameplay — while littered with fan- 
tastic ideas — fails to achieve a cohe- 
sive Western vision due to balancing 
issues and surface execution. The 
seeds are in place for a magnificent 
series, though, so perhaps a sequel 
could bring the ambitious concepts 
introduced here to fruition. 

KAISER HWANG 
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A If you could listen to this screenshot, the 
commentators would probably be making 
jokes about the stadium urinal. 





A When your player is on fire, his stats 
— and the team’s worker compensation bills 
— go through the roof. 


-. SS 


A Player models 
and stadiums are 
crisp, sharp and 

fluidly animated. 





erging two outstand- 
ing concepts into 
one is more difficult 
than it looks. For 
instance, despite 
repeated letters and phone calls, the 
Lays Corporation has refused our bril- 
liant proposal to combine two favorite 
snacks — sweet, hollow gumballs 
filled with crispy, tasty Funyuns. We 
call them Gumyuns. 

They claim it’s just impractical to 
mix two dramatically different prod- 
ucts into one. However, Midway does 
it just fine in MLB Slugfest: Loaded. 

By supplementing the sweet, but 
hollow arcade gameplay of S/ugfest 
with crisp, realistic baseball, sports 












The crazy stuff that happens in 
Loaded is fun in the arcade mode, 
but annoying when it leaks over into 
the simulation mode. 


a Gama 


LINE, ’ 


come: 


gamers get to experience two quality 
baseball titles in one package. 

On the arcade side, S/ugfest offers 
more of the over-the-top gameplay 
we expect from this series. Basepath 
brawls, outrageous pitches, the ability 
to dodge bean balls and players who 
catch flame when on a hot streak add 
up to controlled chaos that supple- 
ments the core baseball gameplay 
rather than overshadowing it. 

On the realism side, SlugFest 
makes huge strides this year. Stat 
crunching is ably handled by the 
Baseball Mogul sim engine, and 
gameplay is easily tight enough to 
compete with PS2’s second tier (i.e.: 
non-MVP) baseball series. Two key 
additions make this work: a 
franchise mode and a pitching 
meter. While the bare-bones 
franchise mode isn’t as detailed 
as the competition’s, it’s smartly 
designed for simple navigation 
and ease of use. And while 


of this game is pitching. With a new 
pitching meter and simple, but deep 
control, every pitch is an adventure. 
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<4 One of the most enjoyable elements 





eS PUB MIDWAY | DEV MIDWAY | TYPE SPORTS | MAX PLAYERS TWO | ESRB TEEN 






MLB SLUGFEST: LO 


Two kick-ass baseball games in one! 


ad 








PSV 


FINAL SCORE 


Slugfest’s pitching meter isn’t as pol- 
ished or intuitive as MVP 2004's, it 
still adds significantly to the gameplay. 
Both the arcade and simulation 
side benefit from Slugfest’s slick 
graphics engine, solid online support 
and one of the most enjoyable play- 
by-play commentaries in any game. 
Slugfest’s deliberately offbeat audio 
may not provide the insight or realism 
of Sega's best, but its humor is rare in 
videogames — it’s actually funny, and 
occasionally had us laughing out loud. 
Unfortunately, as Lay’s representa- 
tives keep explaining, there are usu- 
ally problems associated with mixing 
two good things. In Slugfest, these 
problems show up on the realism 


. Side. Too often, arcade elements seep 


into sim gameplay. Unrealistic leaping, 
peculiar player velocities, ridiculously 
overpowered outfielders who throw 


VERY GOOD 


Slugfest’s arcade gameplay is as tight and 
playable as always. Its sim mode isn’t per- 
fect, but it still makes an excellent supple- 
ment to the game’s otherwise wacky action. 





HOW IT STACKS UP 
MVP 2004 
Slugfest: Loaded 


ESPN Baseball 
MLB 2005 
ASB 2005 








out runners on what should easy hits, 
and frustratingly stupid base run- 
ning Al remind you all too often that 
you're playing the sim mode of an 
arcade game. 

Still, if you’re looking for more 
action in your baseball game without 
giving up the feel and challenge of 
realistic gameplay, this might be the 
title for you. We recommend you 
try it with huge bow! of homemade 
Gumyuns. JOHN MARK CUSEY 
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GAME INFO PUB ACTIVISION | DEV LUXOFLUX | TYPE ACTION | MAX PLAYERS FOUR | ESRB RATING EVERYONE 
- er a = 


Aig? Waren 


nena 
. s : Pe 
Can Intercept that package trom the tara : 
~~ 
we 
| 








A There are also “hero time” events _A Playable characters include Shrek, 





recreated here, though the camera in which one character takes the Fiona, Donkey, Puss in Boots, Li’l 3 Re eng H ir ee det 

tends to pull way, way back much spotlight and plays solo, often in Red, Big Bad Wolf, Gingerbread : 3 ‘consi Ce lll g 

of the time. some sort of mini-game Man, and Fairy. You also ride the : -and you can 
dragon a bit. BEE 


SHREK 2 Not bad, but the movie’s still better 











hrek 2 is not connected in 
any way to TDK’s original 
Shrek Xbox game, whose 
gorgeous graphics and 
utterly broken gameplay 
have made it infamous. This is a com- 
pletely different game from a com- 
pletely developer and publisher. 
However, this doesn’t mean that 
Shrek 2’s gameplay is unfamiliar. It’s 
basically Gauntlet Legends with less 
combat, more environmental puzzles, 
and LOTS of collecting. The first level 
alone had us gathering eyeballs, 
magic beans and coins, then dwarves, 


fairies, and finally chickens. Most of (because puzzles often require a especially good. The collecting is a 
the levels aren’t quite that extreme, specific character’s special ability to pain, the CPU-controlled characters’ 
but the collect-a-thon theme solve), but you can switch control path-finding Al is primitive, and the 
continues throughout. to whomever you choose at any camera has a habit of zooming too 
There are nine playable char- time, cycling through them with the far back, but the biggest problem is 
acters in all, four of which will be shoulder buttons. that it’s just very simple and easy — 
onscreen at any given time — even Graphically, Shrek 2 is easy probably a side effect of being made 
if you're playing solo, the CPU will on the eyes, and animations are for a broad audience. eric BRATCHER 
drive the other three characters. 
Each character also has a special a 


ability: Donkey can kick down certain (0) 4:\ 4 
doors, Shrek can lift and throw heavy It’s a nice enough diversion, but this Gauntlet 


things, Fiona can freeze time, etc. 


Legends-in-Ogre’s-clothing doesn’t offer 


You don’t get to choose which four FIN AL SCORE See oc econ nears. 


characters show up in each level 












A The enemy designs are an example of 


the game’s light-hearted, Worms-like tone. 






GAME INFO PUB ERAVE | DEV ZED TWO LTD, | TYPE STRATEGY | MAX PLAYERS TWO | ESRB RATING TEEN 
= 7 er 7 
tie 






es F 


A Player character Low takes to the A Destroying the terrain can reveal power-ups 
rooftops to gain a better view for his and send huge boulders tumbling down on 
special bombing attack. helpless enemies. 


FUTURE TACTICS: THE UPRISING 
What if Don Bluth made a sci-fi RPG? 








rave Entertainment has 

a history of producing 

titles that break with 

videogame conventions, 

and their latest creation 
Future Tactics: The Uprising continues 
this trend. It’s a stripped down, turn- 
based strategy RPG with a targeting 
system inspired by first person 
shooters. The sci-fi story tells of a 
ragtag group of fighters who assemble 
to dispel evil from their land, and both 
atmosphere and gameplay have a car- 
toonish, Worms 3D-style feel. 

Future Tactics lets players control 

a small squad of fighters as they 
attack enemies in turn. Players order 











their entire team in sequence and characters can heal, shield them- for players who find the development 
strategies must be well crafted. The selves, or simply stand their ground. trees and the scores of units in most 
command system is flexible; players Once the entire team is finished, RTS games overwhelming. It’s a bit 
can order a character to sneak out the CPU responds in kind. Maps of short and simplistic, but not bad at all 
from behind an object, shoot an villages and other rustic locations given its $20 bargain price. 

enemy, then sneak back in a single are destructible, and often utterly DOUG TRUEMAN 
turn. Proper line of sight is critical, flattened by the end of a battle, and 

and the CPU punishes any character characters can take shelter behind 

— perhaps a bit too harshly — left razed buildings or in massive craters. 

out in the open. After attacking, Future Tactics was clearly created 


PSV Twitchy targeting and basic camera flaws 


hurt Future Tactics, but we have to admit the 


FINAL SCO & game has a certain charm — and it’s cheap. 





A Pepper leaps on an abandoned car for a 
better shot with a grenade. 
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A The fighting is pretty intense, but the 
overall pace of the game is leisurely, more 
like an RPG than an action game. 






saa 
A Be careful whom you smart off to. This 
fellow might not kick your ass, but he could 


offer you a job — and even samurai need 
cold, hard cash. 


ie ai = 
A Blood flows pretty freely here — hey, 
those swords are sharp! 


(5B) OD BRS SE ae as 


fan We 


GAME INFO 


Y The player defends a little 
girl from attack by thugs Nihei, 
Ichikichi, and... Santa? 





PUB CAPCOM | GEV SPIKE/ACQUIRE | TYPE ACTION | MAX PLAYERS ONE | ESRB MATURE 











WAY OF THE SAMURAI 2 


This samurai “Choose Your Qwn Adventure” 


game Is the “way” to go! 





he ‘way’ of the samurai 
refers to many things: 
the trials of everyday life, 


honorable warrior makes 
or doesn’t make... and, of course, to 
all the ass-kicking involved in those 
trials and choices. Capcom’s Way 
of the Samurai 2 is set at the tail 
end of Japan’s Edo period, 
the death-knell of the sho- 
gun era, and focuses on all 
aspects of the samurai’s 
code, offering play- 
ers a considerably 
longer adventure 
than the 
original 
game. 

While the first installment (pub- 

lished by Bam!) involved a remote 
junk pile of a waystation that was 
being fought over by rival clans (a la 
Kurosawa’s Yojimbo, the inspiration for 
A Fistful of Dollars), this larger sequel 
features actual, prosperous townships 
filled with NPC merchants, wanderers, 
everyday citizens, and others who 
may converse with the player. There 
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are shops offering items and weap- 
ons, and numerous tasks suited to any 
aspiring ronin: missing-persons jobs, 
the conscious choices an .  vigilante-style retributions, and even 


Wa assassinations to perform. 


The player can conduct himself 
“Sas he sees fit, starting with 
_ an initial encounter with 
\\ a little girl who runs 
into trouble with 
*, some thugs. 
This first 
encounter 
sends 
ripples 
through the rest of the game, 
as will every other decision 
you make. Do you make 
friends with the little 
A girl, or shoo her away? 
If you're friends, do you 
save here from the thugs 


PSM 


FINAL SCORE 


or turn a blind eye? Whom do you 
befriend? Whom do you mark as an 
enemy? What jobs do you take or 
turn down? These choices are every- 
where, and the decisions you make 
dictate which of the game's seven 
storylines and 12 endings you experi- 
ence. Way of the Samurai 2, need- 
less to say, is designed to be played 
through several times — it’s worth 
doing, too. 

Way of the Samurai 2 also 
offers greater numbers of incidental 
characters, more mini-games, and 
a larger arsenal of weapons. There 
are new fighting styles, with better 
visual effects overall. Quick strikes 
and slashes, combined with special 


<< Some girls are content to wait for men to 
ask them out. Becky preferred to jump the 
gun and offer her desired valentine a simple 
choice between dating and death. 










VERY GOOD 


An adventure game with an action game’s 
fighting engine added in, this is a rewarding 
niche title, not to be missed by those who 
like something a little different. 





HOW IT STACKS UP 


Way Of The Samurai 2 
Samurai Warriors 


Rise To Honor 
Way Of The Samurai 
Seven Samurai 20XX 





moves are the combat order of the 
day, and a well-timed parry can be a 
lethal setup to a counterattack (and/ 
or a good way to break your sword, 
depending); the fighting just feels 
right in any case, given the subject 
matter. Combat animations could still 
look a bit more fluid, and the tactics 
of foes should probably be a little 
tougher to suss out, but Way of the 
Samurai 2 is still a solid experience 
and a must-play for samurai nuts. 
CHRIS HUDAK 


i'm feelin’ free music 





® 
?’m lovin’ it 


Every time you buy a Big Mac® Extra Value Meal® you get 1 free song from Sony Connect and McDonald’s® Just go to 
connect.com and enter the Connect access code off your Big Mac Sandwich box. Then take your pick from 500,000 tracks. 
It's the coolest way to add hits to your playlist. 


Promotion ends 8/9/04 subject to change based on redemption. Must be at least 13 to participate. Offer valid in the U.S, One(1) download per Connect access code. Two (2) downloads per day, per person per computer allowed. 
Connect access codes remain valid seven (7) days post promotion. Connectivity charges not included. Subject to promotional redemption details, download instructions, software requirements and complete promotional terms and 
conditions found at medonalds.com or connect.com. Void where prohibited, McDonald's Corporation and Sony Connect Inc. not nsible for content or for any loss or damage of any kind incurred as a result of any data 
transmitted via the Web site and/or software. Connect and the Connect logo are trademarks of Sony. © 2004 McDonald's Corporation 
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PUB EA SPORTS | DEV EA SPORTS | TYPE SPORTS 


MAX PLAYERS TWO | ESRB RATING EVERYONE 
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A Be careful with those sliding A New crossing technology puts A By pulling the camera back from 2 " ; - 





tackles. Mistimed or flagrant fouls the ball in the danger area faster, the action, you get to see more 2 fae . | 
will earn a swift caution. from where bicycle kicks and diving of the field, and can better see A t dim 
headers are now possible. teammates (and opponents) to plan * ie * ie 
moves that will split the defense. td P ii 
? 
EURO 2 0 04 There’s another EA soccer gp 
game besides FIFA? | 














his coming summer, 51 

European nations will 

go to war in Portugal. 

No, it’s not some sort 

of anti-terrorist action; 
it’s the European football/soccer 
championships. This isn’t FIFA: it’s the 
same game engine, with gameplay 
developed by a different team, but it 
boasts a similar level of polish and a 
few improvements. 

Back to the game — Euro 2004 
has managed to find a sweet spot 
between an accurate representation 
of the beautiful game and respect- 







v Each course is littered with hazards and bonus items, 
which can combine to create some fun chain reactions. 


yee 


oy 





ably fast-paced action. It’s a tough 
balance that’s well executed here. 

Goals don’t come easy, but new 
features make creating scoring 
Opportunities easier — once you've 
mastered the controls. The right 
analog stick is the key to high-level 
activity, giving skillful players like 
Beckham for England — yes, he’s still 
on the national team — and Figo for 
Portugal, a fresh array of devastating 
through balls and scoring chances. 
These reflect the impact a star player 
can have surprisingly well. 

Over FIFA 2004, this new game 


——— 


we 


has a more distant default camera, 
making the players smaller, but the 
strategies easier to construct. Player 
morale is affected by losses and 
yellow cards and boosted by wins 
and goals scored, leading up to a 
pulsating tournament. Plus, there 
are new fantasy modes, chip shots 








that, when perfected, are awesome 
in scoring situations, and spectacular 
moves like bicycle kicks, diving 
headers, fake shots, and tons more 
right analog stick moves. Overall, 
soccer fans will be impressed by 
Euro 2004's deep functionality and 
accurate simulation. ROB SMITH 


VERY GOOD 


A well constructed, well presented compli- 


FINAL SCORE 





ment to FIFA. You'll definitely care a lot more 
if you're familiar with the Euro tourney, but 
if you are, you won't be disappointed. 
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TYPE SPORTS | MAX PLAYERS FOUR | ESRB RATING EVERYONE 
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A Special frogs, like the lava-proof Lil’ Lunk 
shown here, add flavor to the proceedings — 





A The short segments that introduce each 
opponent are usually pretty funny. 


at least, the on-course predators think so. 


RIBBIT jn 


space, no one Con hear 





KING 


you scream “Fore!” 


hammer, swaps the ball for a live 
frog, and moves the setting to outer 








to use because you only have one, 
and the swing meter isn’t analog. 








A The five environments each have a theme 
look: jungle, ice, volcano, machine, and 
space. Guess which one this is? 


here are some who say 
that golf is already the 
world’s most perfect 
game, but this goofy, 
kiddy-focused offering 
mixes things up a bit anyhow. It 
discards golf clubs in favor of a 


space, where the player must master 
20 four-hole courses across five 
planets in order to save his energy- 
deficient planet. 

While the premise is undeniably 
goofy, the actual gameplay of “frolf” 
is stripped down to the point of fault. 
There’s no strategy about which club 


Rather, it’s a simple, press once to 
start swinging, and press again to 
end system. 

You can use power-ups or 
different frogs. Plus, there’s a bit of 


with obstacles and other elements 
that can help or hinder you, ranging 


PSM 


$0-SO 
The premise is priceless, but the game is 


so overly simplified that it can’t hold your 
attention for long. 


FINAL SCORE 
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variety in the courses, which are filled 


from yummy flies or bouncy tram- 
polines to scalding lava pools or 
predatory snakes. However, these 
obstacles aren’t carefully placed so 
much as scattered everywhere, so 
they add little strategic value, and the 
opponent Al is never tough to beat. 

In fact, this is Ribbit King’s major 
flaw: there’s just not enough game 
here. If it had more courses and the 
same outlandish setting mixed with 
realistic golfing concerns like terrain, 
slope, wind, club size and heft, etc, 
and detailed graphics to match, it 
could be golden. As it is, it’s a novelty 
best left for very young players. 

ERIC BRATCHER 


GAME ALL SUMMER LONG 


$49.00 FOR 3 MONTHS 
The BLOCKBUSTER’ Flip Card” 


Play as many games as you want. As long as 
you want. Rent a game, then flip it for a new one 
when you want, as often as you want. 


The new BLOCKBUSTER Flip Card — it’s less 
than the price of the hottest new games! 





‘One (1) game rental out ata time. Requires payment at time of purchase of non-refundable membership fee of $49.00, plus tax. 
Membership term begins on date of purchase and continues for ninety (90) days. Must be BLOCKBUSTER® member and not 
currently a member of ancther monthly game subscription pass program offered by BLOCKBUSTER. BLOCKBUSTER Flip Gard™ 
rentals must be returned on or before the expiration of the BLOCKBUSTER Flip Card membership ierm or charges applicable to 
non-Flip Card rentals will begin accruing. BLOCKBUSTER Flip Card can only be used at the participating BLOCKBUSTER store 








rg. uy 
focation where the BLOCKBUSTER Flip Card is purchased and is non-transferable. Price comparison based on retail price of 
Select new release games. Limited time only. See participating stores for complete terms and conditions. 
BLOCKBUSTER namie, design and related marks are lrademarks of Blockbuster inc. © 2004 Blockbuster Inc. All rights reserved, 
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A The game has a really old-school feel, 
with 2D, hand-drawn art all around. 


\| fam the Mediator. | stan 
between the Goddess Poitreene and 
the fallen angel Calamity. 


SP Seats 

A There’s actually a pretty epic storyline 
hidden amid all the lighthearted goofiness 
and general cuteness. 


A Battle isn’t always much to look at, but 
when you see Prier this worked up, it’s obvi- 
ous something’s about to hit the fan. 


apanese developer Nippon 

Ichi has made quite a 

name for themselves over 

the past few years in the 

U.S. by pumping out high 
quality, addictively complex, charac- 
ter-driven 2D tactical RPGs... which 
also happen to be quirky, goofy, and 
completely niche. But much of the 
credit lies in localization, which for 
Nippon Ichi's first two U.S. releases 
(Rhapsody and cult favorite Disgaea), 
fell to Atlus. For La Pucelle: Tactics, 
Mastiff Games proves that they've 
got the moxie to go toe-to-toe in the 
localization field. 

For those of you who adored 
Disgaea, Pucelle plays somewhat in 
the same fashion (though import 
fans know it actually released prior 
to Disgaea in Japan). As Prier, 
a loud-mouthed, right-hook- 
throwing, Maiden of Light-in- 
training, you and a growing 
group of wacky cohorts begin 
by completing the odd job for 
La Pucelle, a quasi-convent 
that guides unclean spirits 
towards the “light” — which 


lly invol ratte overwhelming at first, but it’s 
Usually Involves creaming eu very rewarding once you get the 
in battle. But at some point in hang of it. trigger miracles. 


A The gameplay may be a little 


A The enemies you'll face in La Pucelle range from fire elementals 
and pirates to talking animals and giant, animated trees. 


LA PUCELLE: TACTICS 


GAME INFO PUB MASTIFF | DEV NIPPON ICHI | TYPE STRATEGY/RPG | MAX PLAYERS ONE | SRB TEEN 








Alouette 








Got a spare 100 hours or so for an awesome niche title? 








the game, your goal becomes bigger 
as you try to keep the world safe 
from the portentous arrival of the 
Dark Prince (and no, it isn’t Laharl 
from Disgaea, sadly enough). 

The gameplay is divided between 
different NPC populated areas 
— where you can chat with folks, 
buy items and weapons, etc. — and 
various battlegrounds scattered 
across a world map. Combat is where 
the game thrives and it does so by 
allowing players to “Purify” monsters 
and Dark Portals. Purifying enemies 
gives you a chance to win them over 
onto your team, while purifying Dark 
Portals, once properly situated, can 
lead to massive chain reactions and 
“Miracles” (similar to Disgaea’s Geo- 
Panel system or Summons in most 
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A If you align your Dark Portals in 
just the right way and have enough 


Purifying power, you can even 


PS 


FINAL SCORE 





sacle) 


Disgaea fans rejoice! This strategy RPG may 
be simpler and more streamlined, but it’s 
every bit as fun. 





RPGs) that wipe out enemies, heal 
your team, or cause status mayhem. 
Though there are plenty of details, 
like leveling up weapons and items 
through battle and purification, as 
well as customizable spells and other 
cool stuff — combat is faster, more 
streamlined, and much more initially 
accessible than Disgaea and more 
whimsical than FF Tactics. 

Though it is deceptively simple in 
some aspects, Pucelle packs in plenty 
for the more hardcore gamer to do. 


HOW IT STACKS UP 


La Pucelle: Tactics 
Culdcept 

Gladius 

Disgaea: Hour Of Darkness 
Future Tactics 





Added bonuses, like optional trips 

to the Dark World to battle tough 

monsters and nab special, rare items, 

as well as training those monsters 

already in your party through a set of 
off-the-wall instructions, round 








A La Pucelle: Tactics is wacky with 
a capital “W.” The story is pure 
anime-style drama done with a 
great sense of humor. 


out the gameplay package very 
nicely, indeed. But Pucelle’s 
rather excellent localization 
brings the game world to 
hyper-kinetic, over-the-top life 
and that, (coupled with many, 
many gameplay hours), is more 
than enough to entice RPG 
fans into Pucelle’s worthy fold. 
FRANCESCA REYES 


“A DEEPLY IMMERSIVE OLD-WEST 
ADVENTURE...TRULY INSPIRED 
DESIGN AND CINEMATOGRAPHY” 


— PLAY 


WE 3 


Blood 
Violence 


ESRB CONTENT RATING Www.estb.org 
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A Afraid to hit a girl? Then 
one of the game’s few new 
additions is going to beat 
your ass. 


oe 
A One of the most vulnerable 
Positions is on the ground, on your 
stomach, with the back of your head 
exposed. Use those elbows! 





duke it out. 


UFC: SUDDEN IMPACT 


Sfagnant gameplay leads to a tap-out 











t once appeared that the UFC 
games were going to revolution- 
ize the fighting genre — much 
as the real UFC revolutionized 
real combat sports. The original 
games were something truly special, 
recreating the realistic striking, 
grappling, and submission moves that 
make the UFC a groundbreaking test 
of athletic skill and martial artistry. 
Unfortunately, UFC: Sudden Impact 
is the same videogame today as 
Throwdown was two years ago. In 
the meantime, the UFC license has 









changed hands and developers, and 
apparently not a single dime has 
been invested in any kind of update 
to the game. Every basic move and 
animation is exactly the same as in 
Throwdown. With the exception of an 
utterly weak career mode, a few new 
fighters and their special moves, you 
would be hard pressed to know you 
were even playing a new game. 

The fighting is still rock-solid. You 
exchange punches, kicks, knees, and 
elbows at striking range, then press 
combo buttons to initiate (or repel) 


4 There are almost 50 
selectable characters, with 
ground grapples adding 
more wrestling flavor to 
an otherwise over-the-top 
brawl-for-all. 





rofessional wrestling 

has always been about 

exaggerated characters, 

whether it be the “Doctor 

of Thugonomics,’ John 
Cena or “The Big Red Machine,’ Kane, 
but pro wrestling is, for the most part, 
still grounded in some semblance of 
reality. Galactic Wrestling Featuring 
Ultimate Muscle, on the other hand, 
unabashedly breaks the boundaries 
of believability with entertaining, over- 
the-top characters and action. 

Your enjoyment, however, is 
primarily dependent on how many 
friends you can play with. The single- 
player game is nigh nonexistent: there 
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are no story or career modes. The 
closest thing is the tag-team survival 
mode, “Mask Hunt,’ in which you and 
an Al partner go on a quest to steal 
other wrestlers’ masks. Of course, 
you can always play by yourself in 
the other modes, but it’s simply not 
as fun as playing with other people. 
Strangely, there is a lack of any 
sort of Create-A-Wrestler mode. 


PSivi 


FINAL SCORE 


A Of course, if you're nimble enough 
to avoid numerous takedown rushes, 
it’s possible to stay on your feet and 


oma 


Ae 


clinches. If you end up on the mat, 
you enter into sweep or submission 
locks — or fall back on the time- 
tested method of beating your pinned 
opponent to a pulp. 

I’m a huge fan and devoted prac- 
titioner of this sport, so it’s not like | 


A One of the things that makes 
unique is its ground game, in which you 
can mount and pummel an opponent — 
just watch out for a reversal. 













C 








don’t “get” what the UFC games are 
supposed to be all about. But reissuing 
the same game, same mechanics, and 
same exact animations is not a recipe 
for success. This franchise needs to 
evolve a bit in order to regain the 
original game's shine. DANIEL MoRRIS 


PSM 


FINAL SCORE 


LACKING 


There’s nothing here you didn’t already pay 
for with UFC Throwdown. We know bump- 
mapped ninja babes might not be appropri- 
ate, but some fresh animations would be nice. 
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4A When both tag team partners max out their 


Chojin power, they can pull off an impressive 
double-team finisher. 


GALACTIC WRESTLING 





PUB BANDA! | DEV AKI | TYPE WRESTLING | MAX PLAYERS FOUR | ESRB RATING TEEN 






A Playing with three other friends makes the 
game both more intense and more fun. 





Is more fun fo fight with your friends 








While there are a wide variety of 
characters (just shy of 50) to choose 
from, it would be nice if you could 
create your own grappler. 

Even so, the game plays well: 
ground grapples and pin falls give the 
game more of a wrestling slant than 
its GameCube predecessor. There are 
lots of secret characters to unlock 
and Ultimate Muscle toys to purchase 


GOOD 


This game infuses even more fun and 
cartoonish, over-the-top action into the pro 
wrestling genre, but the single-player action 





is, unfortunately, short-lived. 


with the earnable KIN Medals, so 
there’s plenty of replay value, but solo 
players may find it difficult to repeat- 
edly slog through the same game 
modes just to unlock everything. 
JUSTIN CHENG 


a0 






A There are a variety of rings as well as 
wrestlers in Galactic Wrestling, from this a 
concrete ring with electric ropes to an ice 
ring that hinders the wrestlers’ traction. 





Choose a career where honor, courage and sheer intimidation are part of the 
job description. Check out the Life Accelerator” at navy.com or call 1-800-USA-NAVY. accelerate your life, 


© 2004. Paid for by the U.S. Navy. All rights reserved. 








HANDS ON! 


Hot peripherals for the ultimate gaming experience 

















Manufacturer: Hori 
M.S.R.P: $149.99 


ori, reportedly Japan’s largest peripheral 

manufacturer, is finally setting up shop 
here in the U.S. It’s first product is the Onimusha 
3 “Soul Controller”. Modeled after a real-world 
samurai Katana, it may be the ultimate way to play 
Onimusha 3: Demon Siege. 

The soul controller’s critical parts are all on the 
handle, but the package comes complete with a 
detachable plastic “blade”, a sheath, and a stand 
upon which to display the sword. When it comes 
time to slay some demons, you both unsheath the 
katana and remove the blade (actually, this last 
step is optional, but Hori recommends it so the 
blade doesn’t come off during all the slashing). 
Despite its size, the controller actually rests very 
well in the hand, with the batteries inside giving it 
a nice heft, feel, and rumble. All the controls are 
placed more or less comfortably along the top and 
bottom of the handle’s shaft. 


PSV 


GOOD 


FINAL SCORE 





ForPlayStation:2 








» You can 
record and 
send up to 
a minute's 
worth of 
antics, and 
you can 
view other 
people’s 
foolish 
behavior. 
That’s 
about it. 


ENTIAL QOL-UN EU 
Key SENG EVERNIERE! 


msprnaet sh ai 
-penuires an existing 
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It’s expensive and adds extra challenge 
to the game, but if you’re an Onimusha 
die-hard, you're going to need this. 


mravenawem FINAL SCORE 
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Hori Onimusha 3 “Soul 
Controller’ Katana 


4 This is the part 
you'll actually want 
to swing around like a 
man possessed. 


Best of all, the katana is both wireless and 
motion-sensitive, which enables the player to 
execute Samanosuke's basic attack by literally 
swinging the sword. This, plain and simple, is the 
appeal of the unit, and it’s tough to understate just 
how cool this feels — provided you're far, far away 
from a mirror. 

On the downside, the Soul Controller can feel 
disorienting at times, especially when you're try- 
ing to move using the analog stick and slash away 
at an enemy at the same time. It also makes the 
game notably harder, simply because physically 
slinging the katana around is much slower than 
tapping @, so your combo timing is essentially 
screwed. Plus, those who use the right analog 
stick to toggle between enemies may not like its 





new location, and let’s face it: at $149.99, the 
Soul Controller is a hefty investment. Still, at the 
end of the day, there’s no cooler way to play the 
part of the badass samurai or the whip-wielding 
Frenchman than with this. 

ERIC BRATCHER 


> The Hori katana actu- 
ally comes with a stand 
and sheath — how’s that 
for the total package? 


atel Max TV 


Manufacturer: Datel 
M.S.R.P.: $14.99 





















atel’s Max TV device enables the user 

to use the EyeToy to record 60-second 
(or less) videos, which can be sent to your 
friends and family or posted online for oth- 
ers to see via the Max TV software and an 
internet connection. Using Max TV requires a 
lot of patience — uploading and download- 
_ ing obviously takes some time, and you often 
_ have to wait for the menus to refresh as well. 


PSivi 


Max TV works as promised, but we have 
to question its usefulness. Only other Max 
TV users can watch the videos, and other 
than sending a greeting to your friends or 
family — or viewing short, grainy videos in 
which people make feeble attempts at being 
the next Johnny Knoxville, William Hung, or 
Star Wars Kid — we can’t think why anyone 
would need it. JUSTIN CHENG/ERIC BRATCHER 





LACKING 


It does the same thing as a webcam-equipped PC, but it 
takes longer to load, and only other Max TV users can view 
your videos. Thus, while Max TV works as advertised, very 
few people will have a use for it. 


yet by SOT. 


REVIEWS ¢3 






SCOREBOARD 


Don’t buy a game until you check here first! 


SCORE ARCHIVE 


Game Name Score Genre Publisher : Game Name 
























Genre Publisher 


















































85 Alias 6 Action Acclaim 82 | Mar-04 | World Poo! 2004 6 Sports Jaleco 

85 | June-04} Final Fantasy XI 8 RPG Square Enix 82 | Mar-04 | Wrath Unleashed 7 Action LucasArts 
85 | June-04] Hitman: Contracts 8 Action Eidos 81 | Feb-04 | Baldur's Gate: Dark Alliance II 8 Action Interplay 
85 | June-04] NBA Ballers 8 Sports Midway 81 | Feb-04 | EverQuest OA: Frontiers 8 MMORPG Sony Online 
85 | June-04] Resident Evil: Outbreak 7 Horror Capcom 81 | Feb-04 | Fatal Frame 2: Crimson Butterfly 8 Horror Tecmo 

85 | June-04| Samurai Warriors 8 Action Koei 81 | Feb-04 | Final Fantasy X-2 9 RPG Square Enix 
85 | June-04] Serious Sam: Next Encounter 8 FPS Global Star 81 | Feb-04 | Intellivision Lives! 8 Collection Intellivision 
85 | June-04] Siren 7 Horror Sony CEA 81 | Feb-04 | King Of Fighters 2000/2001 7 Fighting SNK 

85 | June-04) Syphon Filter: OS 6 Shooter Sony CEA 81 | Feb-04 | Lowrider 6 Rhythm Jaleco 

85 | June-04} WTS 2005 6 Sports Sony CEA 81 | Feb-04 | Lupin The 3rd: TOTSK 5 Action Bandai 

85 | June-04] The X-Files 7 Horror Vivendi 81 | Feb-04 | Max Payne 2: TFOMP 8 Action Rockstar/Take 2 
84 | May-04 | All Star Baseball 2005 7 Sports Acclaim 81 | Feb-04 | Maximo Vs. Army Of Zin ¢) Action Capcom 

84 | May-04 | Crimson Sea 2 7 Action Koei 81 | Feb-04 | Mission Impossible: Operation Surma| 8 Action Atari 

84 | May-04 | Destruction Derby Arenas 7 Racing Gathering 81 | Feb-04 | Sonic Heroes If Platform. Sega 

84 | May-04 | Drakengard 6 Action Square Enix 81 | Feb-04 | Terminator 3: ROTM 5) Action Atari 

84 | May-04 | ESPN Baseball if Sports Sega 80 | Jan-04 | Battlestar Galactica 5 Action Vivendi 

84 | May-04 | Eye Toy Groove 6 Rhythm Action Sony 80 | Jan-04 | Cabela's Dangerous Hunts 6 FPS Activision 
84 | May-04 | Fight Night 2004 8 Sports EA Sports 80 | Jan-04 | The Fairly Oddparents 6 Platform THQ 

84 | May-04 | Judge Dredd: Dredd Vs. Death B FPS Evolved 80 | Jan-04 | Fugitive Hunter: War On Terror 3 Action Encore 

84 | May-04 | MLB 2005 7 Sports Sony 80 | Jan-04 | .hack//QUARANTINE 7 RPG Bandai 

84 | May-04 | MTX Motocross 7 Racing Activision 80 | Jan-04 | Harry Potter And Sorcerer's Stone 7 Adventure EA 

84 | May-04 | Pitfall: The Lost Expedition 6 Adventure Activision 80 | Jan-04 | The Hobbit 5 Adventure Vivendi 

84 | May-04 | Rainbow Six 3 7 FPS Ubi Soft 80 | Jan-04 | Looney Tunes: Back In Action 7 Action EA 

84 | May-04 | Samurai Jack: TSOA 6 Action Sega 80 | Jan-04 | Manhunt 8 Action Rockstar 
84 | May-04 | The Suffering 8 Action Midway Mobile Suit Gundam: EIS 7 Action Bandai 

83 | Apr-04 | Cy Girls 8 Action Konami R: Racing Evolution 7 Racing Namco 

83 | Apr-04 | Firefighter FD. 18 7 Adventure Konami The Sim's Bustin’ Out 8 Sim EA 

83 | Apr-04 | James Bond 007: EON 8 Action EA Spawn: Armageddon 7 Adventure Namco 

83 | Apr-04 | Lifeline 8 Horror Konami SpongeBob SquarePants 7 Action THQ 

83 | Apr-04 | Mafia 7 Adventure Take Two Spy Hunter 2 6 Driving Midway 

83 | Apr-04 | MVP Baseball 2004 9 Sports EA Sports Tokyo Extreme Racer 3 5 Racing Crave 

83 | Apr-04 | MX Unleashed 9 Racing THQ Tony Hawk's Underground 9 Sports Activision 
83 | Apr-04 | Naval Ops: Commander 7 Action Koei True Crime: Streets of LA. 8 Action Activision 
83 | Apr-04 | Nightshade 8 Action Sega Virtual On: MARZ 5 Action Sega 

83 | Apr-04 | Onimusha: Blade Warriors 8 Fighting Capcom Whiplash 6 Action Eidos 

83 | Apr-04 | Romance of 3 Kingdoms IX 8 Strategy Koei Backyard Wrestling 4 Fighting Eidos 

83 | Apr-04 | Seven Samurai 20XX 6 Action Sammy Beyond Good & Evil 9 Adventure UbiSoft 

83 | Apr-04 | Worms 3D 6 Strategy Acclaim Bionicle 6 Action EA/Lego 
82 | Mar-04 | AirForce Delta Strike 6 Air Combat Konami Bloody Roar 4 6 Fighting Konami/Hudson 
82 | Mar-04 | Champions Of Norrath 9 Action/RPG Sony Online Conflict Desert Storm II 7 Action Gotham 

82 | Mar-04 | Culdcept 8 Strategy NEC/Capcom Crash Nitro Kart 8 Racing Vivendi 

82 | Mar-04 | Fallout: BOS 8 Action Vivendi Un. Dragon Ball Z: Budokai 2 7 Fighting Atari 

82. | Mar-04 | Ghost Recon: JS 8 FPS Ubisoft Dynasty Warriors 4 XL 8 Fghting Koei 

82 | Mar-04 | NFL Street 9 Sports EA ESPN College Hoops 8 Sports Sega 

82 | Mar-04 | Rise To Honor 7 Action Sony CEA Gladiator: Sword Of Vengeance 8 Fighting Acclaim 

82. | Mar-04 | R-Type Final 7 Action Eidos Goblin Commander 6 Action Jaleco 

82 | Mar-04 | Star Trek: SU 5 Action TDK Harry Potter: Quidditch World Cup 7 Sports EA Games 
82 | Mar-04 | Winning Eleven 7 9 Sports Konami The Haunted Mansion 8 Adventure TDK Interactive 



































These are the 


HIGH SCORES 


games that you've GOT to get your hands on! 








Month Game name Score Genre Publisher . Month Game name Genre Publisher 


Dec-03 Ratchet & Clank GC 10 Action Sony CEA Apr-04 MX Unleashed Racing Hine) 
Dec-03 SSX 3 ue) Racing EA Sports Big Mar-04 Champions Of Norrath Actio/RPG Sony Online 
Nov-03 Jak Il ale) Action Sony CEA Mar-04 NFL Street Sports EA 
Sep-03 Madden NFL 2004 ul¢) Sports EA Mar-04 Winning Eleven 7 Sports Konami 
Sep-03 NCAA 2004 i?) Sports EA Sports Feb-04 Final Fantasy X-2 RPG Square Enix 
Sep-03 VF4: Evolution ie) Fighting Sega Feb-04 Maximo Vs. Army Of Zin Action Capcom 
June-03 Midnight Club I le) Racing Rockstar Jan-04 Tony Hawk's Underground Sports Activision 
Jan-01 Final Fantasy X ue) RPG Square Hol-03 Beyond Good & Evil Adventure UbiSoft 
Dec-01 MGS 2: Sons Of Liberty 10 Action Konami ones) Kya: dark Lineage Action Atari 
Dec-01 Tony Hawk's pro Skater 3(PS2) | 10 Sports Activision Hol-03 March Madness 2004 Sports EA Sports 
Nov-O1 Devil May Cry 10 Action Capcom Hol-03 Medal Of Honor: Rising Sun FPS EA Games 
Oct-01 Madden NFL 2002 (PS2) 10 Sports EA Sports Dec-03 Castlevania: LO! Action Konami 
July-O1 Gran Turismo 3 ie} Racing Sony CEA Dec-03 ESPN NBA Basketball Sports Sega 
Nov-00 SSX (PS2) ae) Racing Sony CEA [pen 0} Time Crisis 3 Srey Namco 
Apr-04 MVP Baseball 2004 9 Sports EA Sports Dec-03 WWE SmackDown! HCTP Wesuns THO 
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PRINCE OF PERSIA 2 
Pub: Ubisoft 
Dev: Ubisoft Montreal 
Release: Holiday 2004 
ESRB: RP 
Category: Action 














The Return of fhe Pryce 


UT OF THE BLUE, Prince of Persia: The Sands of Time 

swooped in and touched gamers’ hearts around the world. 

But what about it was so special? There’s no isolated answer 

here. Instead, it was the culmination of the devilishly clever 
puzzles, deft control mechanics, and sweet, sweet animations. Of course, 
the killer story and subtle, but rich presentation didn’t hurt things either. 

Less than a year later, we’ve got our first look at the inevitable sequel. 

But how could Ubisoft improve on an already stellar title? You'd be sur- 
prised. From an extreme physical makeover to an overhauled combat sys- 
tem to — gasp! — time travel, Prince of Persia 2 is set to defy all expecta- 
tions and redefine the platform genre once again. > 





lirontog Fabos 

The most striking change in Prince 

of Persia 2 is a new aesthetic. 
Immediately noticeable is the Prince’s 
bristly mug and overall darker tone 
of the game. Outside of appearing a 
bit more marketable in today’s gam- 
ing society, the grim look is directly 
linked with the game's storyline and 
overall theme: maturation. 

(0) \V(oUKS \VAr-e-cerere Me (=r) Keyan tual) 
has passed since the Prince's first 
adventure. During his videogame 
hiatus, the Prince has matured both 
physically and mentally, leaving 
behind the young and naive Prince 
of the past for a more aggressive, 
wiser one. The story has the Prince 
eluding Dahaka, an immortal incar- 
nation of Fate. Yes, the Fate. See, at 
the end of the first game, the Prince 
did the unthinkable: he defied Fate. j ‘A The burning ship level is a perfect example of the new types of environments 
This is a big no-no. As a conse- J) you'll see in the game. In motion, the periphery action creates a cinematic effect. 
quence, Dahaka is out to put an » aS : ee es Gam 
end to the Prince once and for all. { 
This escapade will take him through } 
a gritty island underworld ruled by a 
sexy-but-deadly Empress, as 
well as countless other less 
attractive goons. 

While this Cliffs Notes version of 
the story may sound a bit hack- 
neyed, you have to take a step back 
and look at the bigger picture. We're 
obviously not privy to any of the 
plot twists (and there wil/ be some) 
or how time-shifting will incorporate 
into the story. If it eases any pangs 
of doubt, know that the Jordan 
Mechner-approved script is being 
penned by Hollywood scriptwriters. 

We were also told that the Prince’s 
more mature stance is necessary so 
that he can “...accomplish all that he 
is charged with” Intrigued yet? 


Vime After Vie 


Without a doubt, manipulating time 
in Prince of Persia was one of its big- 
gest draws. It looked flashy, sounded 
great, and the rewind power was 
an innovative twist on the “lives” 
concept that’s been around since the 
beginning of game time. Ironically, 
it’s this use of time reversal to mend 
players’ mistakes that became the 
emphasis of time manipulation. 
Cool? Sure. Integral? Not really. 
Obviously, the ability to control 
time in a videogame has enor- 
mous potential. Here is a relatively 
untapped gameplay resource — only 
touched upon in the first game 
— that could make a huge impact 
on game design as a whole, if imple- 
mented correctly. Well, this ambitious 
task is one that Ubisoft Montreal 
is confident it can succeed at, and 
Prince of Persia 2 will be the lab rat. 


















Yeah, that’s a guy flying 
through the air. No, you won't 
be able to do that in the game. 





A Dark locales, not suitable for vaca- 
tioning, set the tone for the game. 









The fighting system, along 
with the look of the game, has 


been completely overhauled. 
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Before we go further, let it be 
known that the Prince will not control 
the Sands of Time in the sequel. The 
time control in the first game was 
intertwined with the story, and things 
have changed dramatically since 
then. The Prince will still have the 
ability to direct time at will, though 
the specific powers are still unknown. 
We do know that his power comes 
from an artifact he retained from the 
first game (it’s not the dagger) and 
that one of the Prince's abilities will 
be to slow down time. 

In Prince of Persia 2, time-shift- 
ing will be a necessary part of the 
platforming and puzzle-solving, 
creating a unified harmony of all the 
gameplay elements. In a live demo 
of the game, we saw the Prince 
\ confronted with giant spinning blades 

. that created a barrier between him 
and the next platform. Only by run- 
ning along the wall and slowing time 
could he slide between the blades. 

A simplistic example, yes, but 
’ we're not done yet. The first game 
was very linear in design, with 
is almost no backtracking. In the 

a sequel, the Prince will learn new 
= - moves throughout the game that 

will let him do things in older levels 


“THIS AMALGAM OF FIGHTING, PLATFORMING, PUZZLE-SOLVING, AND (© ‘hzthe coun co the fst time he 
| TIME-MANIPULATING IS SURE TO TEST YOUR SKILLS... AND MIND.” 9) ictoutirtove to vst prior 


ea a location as it stood several centuries 
penny ‘ So Poe i, __ in the past! You heard right — the 
/ Prince has now become a full- 
fledged time traveler. 


lofegration 
Thought Prince of Persia excelled in 
almost every aspect of its design, 
you couldn’t help but feel that the 
| fighting and platforming were almost 
too segregated. Work your way 
through a puzzle, fight some sand 
+ creeps, do some more puzzle solv- 
ing, etcetera, etcetera. There was 
just never an overwhelming feeling 
of integration. 

Prince of Persia 2 eschews this 
design approach and will instead 
focus on combining the combative 
and puzzle elements, at once creat- 
ing a more cohesive feel to the game 
and increasing the overall sophistica- 
tion of the gameplay. This amalgam 
of fighting, platforming, puzzle-solv- 
ing, and time-manipulating is sure to 
test your skills with the controller, as 
well as your mind. 


Fice-Form Fighting 
As intuitive and beautiful’as the 
combat system was in Prince of 
Persia, there just wasn’t enough 
depth. How many times did you kill 
an enemy by running up its body 











- & The Free-Form fighting : 
System makes battles like these 
» possible — and intense! 


% 





















Lightning, fire, rain, reflections — is this 
| game drop-dead gorgeous, or what? 





_ 4 Now on sale: Prince of Persia-themed 
human shields. Get your cover on. 
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and slicing him down the back? Yeah, 
us too. Apparently, we're not the only 
ones who felt this way, hence the birth 
of the Free-Form fighting system. 

Free-Form fighting is pretty much 
what it sounds like — a combat system 
that allows players to fight in any way 
they choose. What Free-Form fighting 
lets you do is break out of anima- 


e 


tions and seamlessly 
branch into oth- 
ers. Imagine a tree 
structure. Starting 
at the top, a player 
starts a combo with 
/ one move. They can 
then branch off into 
another attack, then 
another, and then 
another. In essence, 
you'll be creating a combo attack with 
a seemingly unbroken animation chain. 
A similar technique is used in extreme 
sports games to give the combos a 
smooth, realistic look and feel. 

This system is about more than just 
eye candy, though. Because players 
can decide on the fly what moves to 
link together, Free-Form fighting inher- 
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A Fighting is now a much a larger 
part of the game. Now smile. 


ently encourages players to develop 
personal fighting styles. Additionally, 
in conjunction with the Prince's new 
repertoire of moves, each and every 
battle is guaranteed to be a showcase 
of acrobatic agility and pulse-quicken- 
ing violence. 


tyre Perfect 
Once again using the Jade graphics 
engine, Prince of Persia 2 is a sight to 
behold. Sure, other games may have 
higher poly counts or sharper textures, 
but the art direction and flawless ani- 
mations have you believing the worlds 
and characters in the game are alive. 
The environments are now far less 
static. One level has you battling 
countless baddies on a burning ship. 


| si a i ” 
| 4 The Prince can now pick up weapons from downed | 
foes. He can also wield two weapons at once. Get it? 


| A The soft body physics are more 
impressive than ever before. 





A Roasting bosses on an open 
fire... doo doo doo... 


In addition to the already animated 
vessel, there are numerous secondary 
battles taking place in the background, 
complete with crumpling structures 
and airborne weapons. The overall 
effect in motion can only be likened to 
the climax of a Hollywood action film. 
Intense indeed. 


The Pipure 


| Our crystal ball tells us that Prince 


of Persia 2 is a hit in the making. 


} With a heavier emphasis on action, 
| an accessible new look, and com- 
| pletely retooled gameplay interac- | 


tions, it appears that all minor 


| quibbles with the original title have | 


been mended. Stay tuned for more. | 














say it 
share it 


y 


snap it 


Share the 
weirdness. 





Ever have one of those moments you need to share? Cingular makes getting 
and sending fun stuff easy. With Cingular MEdia™ you get text/instant and 
multimedia messaging, ringtones, games and so much more. And it's easy — 
just click ; for a demo or call 


cingular 





Simulated picture. ©2004 Cingular Wireless LLC. 
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Slug It Like Sammy. 


Load your game with an explosive mix of non-stop, over-the-top action! 
Take it online with chat and headset support to fuel the competition. 


Grab the line-up card with all-new Franchise Mode and experience 
the adrenaline-style gameplay. 


a whole new level of depth to 





ENRGLED 


oOnmL_me. 


BROADBAND ONLY 








Visit www.esrb.org 

or call 1-800-771-3772} 
for more ratings 
information. 














— 2064 SWHTSU/taSPECIAL 


GIRLS THAT KNOW JAK 


Hard-nosed Ashelin and tom- 
| boyish Keira probably wouldn't 
get along too well, but they 
have one thing in common: a 
possible budding relationship 
with a hero named Jak. How 
lucky can one guy be? 
Illustration by Kevin Lau 
Colors by Gary Yeung of UDON 
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MOONBATHING 


As a death-dealer for the 
Brimstone Society, Agent 
BloodRayne doesn't get a lot 
of time off from ripping Nazis 
to shreds. Although this viva- 
cious vampire can stand sun- 
light, there's nothing quite like 
a full moon and a full glass of 
the ol’ red st 


Illustration by Ryan Kinnaird 
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TEKKEN IT SOLO | 


Nina Williams has always 
stood out from the rest of the 
Tekken fighters, and now she's _ 
_ starting a solo career with her | 

upcoming action title Death 

By Degrees. Don't let Nina’s 
hot bod make you forget that _ 
_ she’s always all business. 


| Illustration by Jason Pea 


4 —_ da —_— _« 
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SUPERNOVA 


* Nova goes supernova in her 
hi-tech two-piece. Still, it 

/ looks like she’s having a little 
trouble leaving her work at 

“ the office. Why don’t you put 
the gun down and relax, girl 

_ — you're on vacation! 
Illustration by Adam Warren 
Colors by Ryan Kinnaird 











ANAL DULL LETU EL SEEN iE 





ee 


*) NINJAR&R 
94 Can't a group of beautiful 
mete) assassins relax in peace? 
Tenchu’s Ayame, Red Ninja's 
Kurenai and Hibana from = 
Nightshade aren't the type 
to let peeping toms off easy. 


Better throw those smoke 
pellets down and run, boys... 


Illustration by Rick Mays 
Colors by Ryan Kinnaird 
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“GORGEOUS MASTERPIECE Say 
THAT’S PEERLESS IN ITS CLASS. 


ELECTRONIC GAMING MONTHLY 








Re j 
Paka ¢ 

so oe 

LEAD AN ELITE TEAM OF COUNTER-TERRORISM GROUNDBREAKING VOICE COMMAND TEAM UP WITH A FRIEND IN INTENSE 
OPERATIVES THROUGH 15 ALL-NEW MISSIONS TECHNOLOGY LETS YOU INSTANTLY ISSUE SPLIT-SCREEN CO-OP MISSIONS, OR BATTLE 
AGAINST A NEW BREED OF TERRORISTS ARMED OVER 80 ORDERS TO YOUR SQUAD, LIKE HEAD-TO-HEAD AGAINST OPPONENTS IN 


WITH ENHANCED AI TACTICS. “OPEN AND FRAG” AND “BREACH AND CLEAR.” ACTION-PACKED ONLINE BATTLES. 


NOW AVAILABLE ON PLAYSTATION®2 





Violence 





NINTENDO 
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s any long-suffering fan of 
the Cincinnati Bengals will tell 
you, there may be 32 teams 
in the NFL, but they’re not 
all contenders. Similarly, no matter how 
many football games actually don the pads 
and step out onto the gridiron this fall, the 
contest is really about two heavyweights: 
Electronic Arts’ monolithic Madden NFL 
2005 and the latest from Sega’s Visual 
Concepts/ESPN Games division, ESPN NFL 
2005. Here’s an early look at both of these 
monsters of the midway. 
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't switch directions with inna speed | and 
ras they could in the past, but a great run- 
Il juke a defender right into a broken ankle. 


Just like Madden, this year’s ESPN NFL has real time 
weather, so you might even see rain or snow start to fall, 
which will affect a runner’s traction. 
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~— NFL SHOWDOWN! 
MADDEN [age —— 
NFL 2005 —— ee 
Pub: Electronic Arts ~ 
Dev: Tiburon 
















How do you make 
a legend even 
more legendary? 


ne of the prob- 
lems that you 
run into when 
you've been 
creating the most suc- 
cessful football simula- 
tion in history for years. 
and years is that you literally 
run out of things to improve 
upon. At least, that’s what we'd 
think if Tiburon didn’t heap 
improvements upon its flagship 
franchise every single year. 

The most immediately 
noticeable change this year 
is that Tiburon seems to have 
tired of hearing how much 
prettier Sega’s game is and has 
given this year’s Madden NFL 
a complete graphical overhaul. 
The player models and textures 
are completely new and better 
proportioned, with skin detail 
right down to the veins on 
exposed arms. Jerseys wrinkle 
in real time and shoulder pads 
move independently from the 
shoulders upon which they rest. 
The color palettes and lighting 
look less oversaturated and 
cartoon-ish than before, and 
real-time weather and day- 
night cycling will also affect pro- 
ceedings. Simply put, Madden 
looks far more like real life than 
it did before. 

The right analog stick gets 
some new moves on defense 
as well, including the ability to 
change a defensive hot route or 
call a coverage audible before 

~ the snap, and knock an offen- 
sive player clear off his feet 
(“decleating” is the term used 
in the NFL) with a big, fumble- 
causing hit after the snap. Add 
to this a sharp increase in Al 
and pathfinding (think pursuit 
angles), and an owner’s mode 
that adds in weekly radio 
shows, newspapers, and a PDA 
to aid in personnel manage- 
ment, and you have a very 
powerful contender. 


a 


The increased detail in the player , 

| models is great, but did we really _ 
.. heed veins in the arms? Answer: 
of course we did! 
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The Raiders’ Warren Sapp and Ted Washington — 


and Black made a D-line upgrade, sure. 


Chris Berman is watching every play, so if this ends up big, you may see it 


you could say the Silver 


again during CB’s end of the week highlight show. 


NFL SHOWDOWN! 





The playcalling screen now shows 

both the action on the field 
(oot here in replay) and the stats 
of the most important player in the 
previous play. 


PREPARATIONRESULTS ~— 


If you prepare your team properly 
during the week before a game, you 
could see some serious performance 
increases on game day. 


Stee’ 

If one of the Packers can get to 
Hasselbeck, they'll have a choice of 
tackling him with either a hard hit or 
a wrap tackle. 





Pub: Sega 
Dev: Visual Concepts/ 
ESPN Games 


Bigger, better, and 
way, way more. 


ega’s first- 
person 


4 OWLINE 


might COMPATIBLE 
not have set the 


world on fire last 

year, but it’s joined 

this year by an immense : 
amount of new material on — 
both the gameplay and pre- 
sentation side of the ball. The 
ESPN presence is even greater, 
with a virtual Chris Berman and 
cohorts giving half-time and 
weekly roundup shows com- 
plete with hard drive-cached 
highlight reels and scouting 
reports of literally hundreds of 
computer-generated rookies, 
who come complete with faces, 
names, and college stats. — 

On the field, there are two 
forms of tackle now: a hit 
tackle, more likely to jar the 
ball loose, and a wrap tackle, 
which the runner can struggle 
to break free of with button 
presses. This is a good time 
to mention that the inhuman, 
arcade-quick speed at which 
ESPN's players typically switch 
directions has become a thing 
of the past. Now, every player 
is bound by real world kinetics 
and inertia, which makes move- 
ment on both sides of the ball 
much more realistic. 

The biggest addition this 
year is in the career mode, 
and finds the player making 
the practice plan for the week 
before each match up. Wanna 
spend Monday giving a cocky 
press conference, grant the 
offense a day off, tell the D- 
line coach to work on stuffing 
the run, and make your QB do 
leg presses until his thighs turn 
to mush? Done. Now, what 
about Tuesday? At week’s end, 
each player will get a one- 
game stat bonus depending 
upon how well you’ve prepared 
them. It’s brilliant. 
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orget sweaty guys in way-too-tight 
1 Shorts — we go hands-on with some 
hot-as-hell honeys who really know 


how to fight down and dirty! 


Hot girls in next-to-no clothing, 
contorting each other into all kinds 

of risque positions, all within the 
wrappings of a fast-paced and sur- 
prisingly deep wrestling game... why 
didn’t somebody think of this sooner? 
Well, fortunately for fans of good- 
looking ladies (and good wrestling 
games, too!) Konami has. So when the 
company asked us if we'd like to get 
some exclusive hands-on time with 
Rumble Roses, we... well, what do you 
think we said? 


GIRLS GONE WILD! 

Even though it’s being co-developed 
by Konami and Yuke’s, who's 

best known for making the WWE 
SmackDown! games, Rumble Roses is 
very much its own unique game when 
it comes to gameplay... and in pretty 


much every other aspect, too. 

There were four girls in the early 
version of the game we played, with 
what looked to be roughly a dozen 
more “2?” slots for yet-to-be-revealed 
brawling babes. Each of them had 
their own signature entrances — from 
sultry to super-hero-like — and you'd 
be hard-pressed to tell them from 
pre-rendered sequences. 

In the ring, the girls animate every 
bit as well as they did on their way 
there. This is a big plus, because it 
means that the jerky attacks and 
reactions of earlier wrestling games 
are nonexistent. Everything, from 
punches and kicks to grapples 
and reversals, flows together 
perfectly. That leads to the feel of 
the gameplay, which is quick, tight, 
and seamless. 





{NEW SCREENS 





A Dixie gets some serious air with her own extreme version of Stone Cold Steve Austin’s 


famous Stunner. 


CATFIGHT DONE RIGHT 
Punch and kick combos come off 
without feeling sluggish, as does the 
grappling. There’s one strike button 
@, one grab button @, and an action 
button (©: used for entering/exiting 
the ring and climbing ring posts). 
@ blocks; ap + © (when timed 
correctly) reverses strikes, ap + @ 
reverses grabs. 

Once you've managed to land 
a blow, you can string together 
lightning-fast combos, and each of 
the girls has her own unique move set 


— nothing is repeated. What’s more, 
depending on your in-ring actions, 
your character will go from being a 
good girl to a bad girl — or vice-versa 
— which completely changes her look, 
costume, and move set. Yes! 


GORGEOUS GRAPPLES 

When you've grabbed your opponent 
(by hitting ® plus any of the eight 
D-pad directions), you can hit @) + 

a direction again to further modify 
the type of move you perform. There 
are a lot of wrestling staples, but 
they've all been tweaked to be totally 


over-the-top. There are submission 
moves, as well, and Konami has taken 
a somewhat different approach to 
escaping them. 

Rather than working down specific 
body parts, a meter appears when 
you're in a submission hold that shows 
the number of times you need to press 
the ®) button before the meter next 
to it runs out. When you're first put 
into a submission, you might need to 
hit it 50 times, but by the third time, 
the number might grow to 150. 

CONTINUED ON NEXT PAGE 


FUN INTHE SUN 


It’s not all greased-up 
grapplin’ in the Mad Mud 
Match. You'll get to see 

all of the girls lounging 
around a seaside resort and 
showing off their... assets 
before their matches. 


lust like in the arena matches, the girls’ bikini- 
adorned models are simply stunning. 


& Catch some rays, have a cold drink, wrestle 
another girl in a pit of mud. What could be more 
becoming of a young lady? 
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4, The full nelson slam, and we're not 
talking about Randy’s moves on the court. 


exotic dancer, but 
put on quite 






eee technically an 
A She's not technical 
this wrassler’s got the moves to 
a show before the match! 





e. X 
A. The mud realistically sticks to the girls, 


and rubs off over time. Hey, we're being 
serious here! 


CONTINUED FROM LAST PAGE 
FINISHING TOUCHES 
Thankfully, there aren’t any of the 
dreaded quick pop-ups off the mat 
right after you've landed a big move 
on an opponent. If you hurt ‘em good, 
they'll stay down a while, and there 
is a whole set of grapples and strikes 
to use while they’re down. Of course, 
there are also finishers for each girl, 
which are unlocked once a power- 
meter is completely filled. Stay on the 
offensive, and it’ll charge up quickly, 
but get smacked down, and you'll 
lose some juice. 

The action also looks great at 
this early stage. Besides the super- 
smooth (and jiggle-rific) animations, 
there are a lot of slow-mo effects 
and cool camera angles used to 
highlight big moves. The fact that the 
crowd is entirely 3D (a first for the 
genre) and looks great is also a big 
presentation plus. 


GETTIN’ DIRTY 
Before our time with the game came 
to a close, we were given the extra- 


64 / P5M:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #86 JULY 2004 / 















Down and Dirty 


The Mad Mud Match is 
just one of the unique 
game modes that 
Konami has planned 

for Rumble Roses. The 
objective is the same as 
a regular match: pin your 
opponent. The setting, 
however, is anything but 
typical. What’s most 
surprising is that the mud 
really acts like mud; it 
Sticks to the girls, runs off 
them, and splashes like 
you wouldn’t believe. 


> The number 
of grapples 
the girls can 
perform is 
amazing, and 

ae no two girls 
‘ share the 
* same moves. 





~ Konami hasn't 
said whether the 
face / heel system 
will carry over into 
mud matches. 


Yes, the mud will rub off onto your character if you 


put the other girl in a grapple. 


special treat of playing the Mad Mud 
Match mode. This is exactly what 
you'd expect: girls in bikinis, in a pool 
of mud, wrestling. It looks just like a 
real-life mud match, and is sure to 
be tons of fun in addition to the main 
game's story mode. 

At this point, we're really 


www.psmonline.com 





impressed with the direction Rumble 
Roses is headed. It looks great, 

plays a lot like DefJam Vendetta 
(our personal favorite grappler), 

and is definitely unique. The one big 
downside is the lack of tag-team 
matches, which, sadly, won't make it 
into the final game. Other than that, 



















<4 Here, you can see 
a nasty submission 
move being applied. 
You can also catch a 
glimpse of the fully 
3D crowd in the 
background. 


“That's for using all of my suntan 
lotion, you thief!” 


_. The same wrestling moves from 
the main game can be used in the 
Mad Mud Match. 


this is much more than eye candy 
— and you should definitely keep 
your eye on it. RANDY NELSON 


SEE SE TE TET 
a i“ 
We're impressed — so far, the game plays as 
good as it looks. And who doesn't like good, 
old fashioned mud wrestling? 


Rent every new release for PS2, Xbox, GameCube and GBA 
Go to www.gamefly.com/psm for your free trial 


©Copyright GameFly 2004. All rights reserved. Gamefly is a registered trademark of Gamefly, 4 G VAN | E ae | | } 
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4. “No time for push-ups, Frank... we’ve got 
zombies to kill.” 


ce 
A When you've gotta clean up the streets, 
nothing beats a broom. 


apcom hasn’t even had 

time to let the blood dry 

in the original yet, and 

the company’s all set to 

release a follow-up to its 
multiplayer zombie-fest released just 
a few months ago. Get ready for more 
survivor horror in the sequel: Resident 
Evil Outbreak File #2. 

When last we left the group in 
Resident Evil Outbreak, Raccoon City 
was once again overrun by gangs of 
the undead, poisoned by the Umbrella 
Corporations T-Virus. The same eight 
citizens from the original return for 
more horrifying adventures, working 
through the zombie-infested streets in 
order to escape the infection. Much of 
the sequel’s scenarios are being kept 
under wraps, but Capcom has let a 
few details slip. For the second part 
of this adventure, the virus has spread 
to several new locations around town, 
most notably into the wildlife at the 


% 


If only they'd put in a “slide down the b: 






J 


GAME INFO PUB CAPCOM | DEVCAPCOM | REL DATE FALL | TYPE ACTION/ADVENTURE | MAX PLAYERS FOUR | ESRB MATURE 
oh 


4 “Welcome to jungle’ 
We've got fun ‘n’ games.” 


RESIDENT EVIL 
OUTBREAK FILE #2 





At long last... zombie monkies! 





VAN 











Raccoon City zoo. Imagine trying 

to take down an undead five-ton 
elephant or a ferocious, man-eating 
beast at point-blank range. Sounds 
like fun, right? Brings new meaning 
to the phrase, “Lions and tigers and 
bears, oh my!” 


er” function. Whee! 
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Of course, the main hook in Resident 
Evil Outbreak #2 is, like in the 

original, that the dozens of missions 
must be accomplished with the help 
and cooperation of multiple party 
members. As with the first game in 
the series, File #2 can be fully enjoyed 
as a single-player excursion, with the 
computer handling the other three 
team members. But the game really 
shines when the broadband adapter is 
put to use — as many as four players 
will again be forced to work together 
to escape the horrors of Raccoon 

City over the Internet. The optional 
PS2 hard drive will again keep track 
of any and all extras uncovered along 
the way. 

The original Resident Evil Outbreak 
suffered from its fair share of design 
issues, such as abysmal load times 
and limited communication between 
characters. We're hoping that Capcom 





Our biggest hope is that the nagging 
problems of the first Outbreak get ironed out. 





Production Studio #1 has heard the 
complaints of the original, and will 
work hard to iron out the problem 
areas for this follow-up by the time 
the game ships this winter. CRAIG HARRIS 





A Who does a guy have to shoot to get a 
drink around here? 





A Explosive wounds are merely an 
annoyance to the undead. 







ou've heard it many times 
before: license-based 
games suck. Fortunately, 
this is a trend that's 

fading fast, and THQ's 
The Punisher is proof. Developed by 
Volition — the same folks behind the 
excellent Red Faction series — The 
Punisher is a third-person action game 
that's a dash of Max Payne and a 
bucketful of Punisher. 

For the record, the game is not 
related to the film other than the use 
of the license. A fan of the movie or 
not, Punisher devotees should find 
comfort in the fact that Garth Ennis 
and Jimmy Palmiotti, both Punisher 
veterans, are crafting a tale of wicked 
proportions; it's said that the storyline 
will incorporate every major villain and 
ally from the Punisher universe. 








A Two things here: interrogation and piranhas... 


it’s another fine Punisher moment! 


THE PUNI 


Movie gone bad, game gone good 








Gameplay consists of shooting — lots 
of it. The Punisher can wield a variety 
of weapons from pistols to assault 
rifles to shotguns. He can even bear 
two firearms at once, said shotguns 
included. And then there's Slaughter 
mode, the requisite bullet time feature 
found in all modern action games. 

But what makes The Punisher 
special in an overly congested genre is 


what are known as Punisher moments. 


4 An ancient lost temple... with a handy map on the outside for tourists. 


These contextual interactions are 

activated when the player nears 

a predetermined hotspot marked 

by a floating skull. So what exactly 

happens during these moments? 

That depends on what particular 

hotspot you're located at. Happen 

to be near a stake protruding from a 

wall? Stick an enemy on it. Like the 

way that wood chipper looks? Coerce 

valuable information out of a goon by 

threatening to throw him in using the 

analog sticks — or just throw him in. 
Interrogation will play a large 

role in The Punisher by ways of the 





A Close quarters combat will be just as 
essential as using your ranged weapons. 


Innovative interrogation and violent Punisher 
moments make this a game to watch. 
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A “lam the winner of the Joe Rogan 
look-a-like contest!” 


A Hand over the Seaman T-shirt, buddy! 








mentioned Punisher moments, so 
senseless killing will not always be 
the best solution. The analog sticks 
are also used in creative ways for 
both standard combat (i.e. punching) 
and interrogation. For instance, in the 
wood chipper scene, players will have 
to "push" the enemy as close to the 
blades as possible without actually 
killing them. Only when they're 
frightened enough will they give up 
the information that you need. 

If the Punisher moments remain 
fresh throughout the game, and 
the enemy Al is at the very least 
competent, The Punisher may be one 
of the surprise hits of the year. 

KAISER HWANG 


Before Thomas Jane landed the 
starring role in the film, both Vin 
Diesel and Hugh Jackman were 


offered the part. Though it's 
unknown why Diesel turned down 
the role, Jackman was already in 
pre-production for Van Helsing. 
Lucky him. 
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A On second thought, maybe you don’t 
really need those petrified, zombie 
crocodile-skin boots after all. 





as the strange “spherical implosion” effect 
when you capture a ghost. 


hosthunter starts with 

the ultimate “D’oh!” 

moment: while checking 

out a science lab in 

an abandoned school, 
rookie cop Lazarus Jones accidentally 
opens a Pandora's Box-style container 
that unleashes an entire army of 


vengeful ghosts upon the human race. 


As Hell literally breaks loose, 
Jones’ partner Anna gets abducted 
by the supernatural baddies and the 
lone friendly ghost actually fuses with 
Jones, an undeniably creepy experi- 
ence even if it does come with a 
few super powers. To make matters 
worse, rather than call in Bill Murray 
and Dan Akroyd, the big bosses back 
at the precinct decide it’s Jones’ job 
to either capture or kill all the ghosts 
he's released and rescue Anna. Sorry, 
son — you're going to be too busy to 
stop for donuts for a long, long time. 








GAME INFO 
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A Skeletons in the closet are the least of Lazarus Long’s worries, 
as these bad boys from the school attic ably demonstrate. 


HOSTHUNTER 


What do you do when the un-grateful dead come to town? 











Lazarus wields a number of high-tech 
firearms that aid him in his ghostbust- 
ing duties, but his biggest asset is the 
young female ghost who has bonded 
with him. From time to time, the 
player can take control of her instead 
of Jones. Being a non-corporeal spirit 
who can fly through both air and 
water, real-world obstacles like doors, 
walls, and moats tend to be of little 
concern to her. She can even learn to 
interact with some real-world objects, 


» The term 
“ghost” is” 
actiral y used” 
sso Pte bbs 
There's no telling” 
into next, and = 
om you 

stil can't tell even 
alter rignting it. 











at least long enough to flip a switch 
or smash a vase here and there. 
Thus, there are few puzzles and 
obstacles that can detain the two of 
them for long. 

Ghosthunter was developed by 
SCEE Cambridge, the same studio 
that crafted last year’s Primal, and 
the games share the same dark, 
gothic look, with environments full 
of subtle details that show up much 
better in a dimly lit room than broad 
daylight. We have yet to see the 
two games running side by side, but 





A Let’s see: spooky blue glow, skeletal sprit 
heads zooming all around, me with no gun... 
yep, | appear to be officially screwed. 





It’s comparable to Primal, but with fixed 
combat and a crazy cast of macabre enemies. 
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we're thinking that Ghosthunter may 
be slightly less detailed in order to 
make way for the copious special 
effects. These range from the trans- 
lucent ghosts themselves to a really 
interesting “spherical implosion” that 
occurs when Jones successfully uses 

a capture grenade on a ghost: the 
creature’s model morphs out into a 
globe shape and then shrinks down 
into oblivion, with the textures still 
intact, but stretching and swirling the 
whole time. It’s tough to describe, but 
looks great. Also, players of Primal will 
be pleased to hear that Ghosthunter’s 
combat plays and controls much more 
smoothly than the stilted, stuttery 
fights in Primal. Overall, it looks well 
worth tracking down. EéRIC BRATCHER 





Be 


A The graphics aren’t always dark and 
murky, though Lazarus’ hang-outs are pretty 
creepified, even in the daytime. 






= ee 


A When you're trying to dodge deadly lasers, send 
out a hovering drone to take care of the enemies. 





Check out some of 
Jak’s wicked new 
weapons in action! 
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you'd seen the last of Crimson 





Pai 


A 





If you thought 


Guard ‘bots, you're in for an unpleasant surprise. 





A Jak will undergo a significant change to his 
looks at the game progresses. This is early on. 








A Naughty Dog assures us that Light Jak 
bit as formidable as Dark Jak. 


is every 











here does Jak get his —_ Take, for example, Jak’s basic gun. Like everything in its path. 
wonderful new toys? _all of his weapons, it can be toggled His “blue shot” has a couple of 
That part of the between three fire modes, each one interesting secondary-fire modes, too. 


One sends out electrical blasts that fry 
his opponents — and anyone nearby. 
The other, which you can see in the 
screen to the bottom left, is a ricochet 
shot that comes in especially handy 


game’s story is still 
under wraps, but one 
thing’s for sure: his impressive new 
arsenal will take this series’ adrena- 
line-charged action to a new extreme. 


requiring more ammo than the next. 
In the big pic above, you can see the 
third stage of his basic rifle, which 
sends out a trigger-happy, multi- 
directional hover drove that takes out 








Jak Il was our favorite game of last year... it 
would take a /ot to mess this one up! 








in tight spaces when there are lots of 
enemies around. 

Like in the last game, Jak’s also 
going to be able to commandeer 
power armor, which should prove very 
handy in dealing with the Crimson 
Guard's robots. 

Of course, his new Light Jak 
powers (which are yet to be revealed) 
should help turn the tide, too. We'll 
have more on Jak’s new abilities next 
issue! RANDY NELSON 
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Get On Track 


The tracks you'll race in Enthusia 
will range from real-world venues 
to completely original road (and 
off-road) courses. 


A. The waterways of Venice (or at least a 
artistically licensed version of it) make for 
a stunning nighttime locale. 


A The unforgiving sand of the desert 
course will put your off-road driving skills 
to the test. 


he goal behind Enthusia: 

Professional Racing isn’t 

to out-perform Sony’s 

flagship racing franchise 

under the hood, but, 
rather, behind the wheel. Sure, it will 
have hundreds of cars and at least 50 
unique venues, but the focus of the 
game will be on your driving skills. 

The fundamentals of driving will 
be in full effect: the handling and 
physics in the game are already 
highly realistic. Though inventive 
course design and a unique new play 
mechanic, Konami hopes that the fun 
of driving will prevail. 

The new element we're talking 
about is called “VGS/’ or Visual Gravity 
System. In brief, it’s a combination 
of two things: a border around the 
screen and an on-screen gauge that 
provide a visual representation of the 


‘A From its special effects (check out 
those reflections) to its super-detailed car 
models, Enthusia is a real visual feast. 





though the final VGS gauge isn’t in 
| this shot, you can see two meters next 
to the speedometer, which come in very 
handy for “feathering” your gas and 
brakes through turns. ; i 


| Cae ee 


How do you fake on 


GAME INFO 


Ion | 


ENTHUSIA 


PROFESSIONAL RACING 








gee-forces you're taking while racing. 
Here's an example: the translucent 
screen border gets larger as you 
accelerate, causing your eyes to focus 
more on the center of the screen 

— basically mimicking how your view 
would change when you get pushed 
back into your seat. Slam on the 
brakes, and the border all but disap- 
pears; you're being forced forward 
towards the windshield. The amount 
of force being placed on your body 
is also indicated on the VGS gauge, 
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which sits at the bottom center of the 
screen. During turns, the letters “VGS” 
flash to indicate when your tires are at 
optimal grip; give it any more gas, and 
you'll lose control. 

The man behind this unique new 
spin on racing games is no stranger 
to the genre. Akita Manabu previ- 
ously worked at Namco on the Ridge 
Racer series. That fact is evident in 
one aspect of the game in particular: 
the course designs. There will be real 
world and fantasy tracks, and we got 
to race on one of the latter. It was a 
European venue, very reminiscent of 
one you might have raced on in Rage 


ore” 
A 





A The Lotus Elise controls extremely 
realistically, even at this early stage. 





Enthusia’s solid control, and loads of tracks & 
cars just might give G74 a run for its money. 
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HOU idea... 


Racer or R4: Ridge Racer Type 4 (read: 
it’s very good). 

Road racing won't be the only 
focus of the game, however. So far, 
Konami has revealed that Enthusia 
will feature an off-road mode, which, 
unlike G74’s rally races, will truly 
take you off traditional courses alto- 
gether. One example shown so far is 
a desert run, complete with giant 
sand dunes, and only small markers 
to lead the way. 

The car models are already incred- 
ible looking, as is pretty much every 
other visual aspect of the game. 
You'll be able to race each course 
at different times of day and during 
various weather conditions. 

We've been very impressed with 
what we've played of Enthusia so far. 

RANDY NELSON 





4 A Porsche racing downhill through 
Germany — how very fitting. 
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> New player models and animations 
will create a spectacularly realistic 
gameplay experience. 





CAA 
00 











or fans of college football, 
it is the greatest sport on 
the planet. No other sport 
offers the pandemonium of 
home-field advantage, the 
long-running, passion-fueled rivalries, 
the bizarre and arcane intricacies of 
the BCS, and the upsets that send 
the entire system into chaos. And for 


Cory 


those fans, EA Sports’ NCAA Football 
series is the best sports game on the 
market, if not the planet. 

How do you keep improving a 
game that is already spectacularly 
consistent in its quality? What could 
EA possibly come up with for NCAA 
Football 2005 to make the experience 
feel fresh and exciting all over again? 


You call that a tackle? Go back 


to Palo Alto and ery into your latte, 








Pump up the crowd and expose your 
opponent's weaknesses! 


For starters, home-field advantage 
is now a real, tangible thing. Starting 
with a list of the 25 toughest places 
to play (the order of which may 
cause some controversy), taking 
your team on the road is no longer 
a blip on the path to a national title. 
If you're heading into the Big House, 
the Swamp, or Memorial Stadium in 
Lincoln, Nebraska, you'd best 
secure your jock strap and get 
ready for a dogfight, because 
the home team will have a 
substantial advantage. 

It starts with the rancorous 
crowd noise and extends to 
the match-ups on the field. 
Starting a freshman receiver? 
Don’t be surprised if he’s 
intimidated by a senior corner 
and manhandled the entire 
game. Similarly, in multiplayer, 
you can manually jack-up 
the crowd and wreck havoc 
with your opponent's ability 
to audible and focus on the 
action, since both the screen 
and his controller will shake. 
How’s that for ratcheting up 
the pressure? 

If you do manage to 


PUB EA SPORTS | DEV EA TIBURON | TYPE SPORTS 





REL DATE AUGUST | MAX PLAYERS FOUR | ESRB EVERYONE 


4 Looks this lineman just got himself intimidated 
by the crowd noise. Out of my way! 












4 Will Coach Bill Callahan return Nebraska to 
greatness? Only time will tell... 


survive on the road, you'll find other 
very welcome additions. The rosters 
have been expanded to 70 players 
(it’s about time!), players unhappy with 
playing time will transfer, and they'll 
also progress (or regress) in their skill 
level as the season progresses. I’m 
particularly excited about that addition 
— it'll give you more incentive to roll 
the dice with a potentially explosive 
freshman prospect. 

The other feature that has me 
jacked up is the ability to truly control 
all of your defensive players. You're no 
longer stuck with simple commands 
like “bump and run” and can now get 
into the nitty gritty of audibling into 
double coverage, blitzes, and even 
changing coverage assignments. 

With the college football season just 
around the corner, it’s time to dust off 
your playbooks and get ready. This is 
one game you won't want to miss. 
WILLIAM HARMS 


EA adds more “college” to the virtual college 
football experience. 
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n your face, other countries! 

For a (very welcome) change, 

we’re the ones getting the 

best version of a game. In this 

case, it’s Sammy’s Spy Fiction, 
the company’s take on “tactical 
espionage action” developed by 
Access Games and some of the Metal 
Gear Solid crew. Since its release in 
Japan, the game has undergone a 
number of improvements, from small 
to significant, for its Western debut 
in September. 

Once you've made it through 
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A Sheila looks even se... uh, prettier in the U.S. release, 
thanks to reworked texture maps and lighting. 


PY FICTI 


GAME INFO 








the first level’s harrowing, interactive 
skydiving insertion, the game you land 
in will immediately look different from 
the one import players have encoun- 
tered. That’s because Access has gone 
back to the proverbial drawing board 
and given the game a super-sized 
graphical face-lift. There’s an entirely 
new lighting system that generates 
super-realistic shadows, a la Splinter 
Cell, and even the quality of the level 
and character textures have been 
improved. Beauty is only skin deep 
though, so numerous changes have 


In this shot, you can really 
see the realistic new shadows, 
while Bishop hangs using his 
Spider claws. cause 





#86 JULY 2004 / www.psmoniine. 





PUB SAMMY | DEV ACCESS GAMES | TYPE ACTION/ADVENTURE | REL DATE SEPTEMBER | MAX PLAYERS GRE | ESRE MATURE 





A Keep this guard’s attention long enough, 
and it’s lights out when that train trestle 
clocks his noggin. 





A Oops... looks like Bishop forgot to wash 
his hands. Actually, he forgot to snap a 
shot of a worker’s face. 


U.S. gamers get a much improved 
version of this spy thriller 








also been made behind the scenes. 
One huge change is that many 
levels have been redesigned, and new 
mission objectives have been added. 
The enemies are going to be smarter, 
with a wider field of vision in order 
to spot the game's two super spies, 
Bishop and Sheila. Of course, the duo 
will also have their own new advan- 
tages, from the ability to intimidate 
enemies into dropping items/weapons, 
down to pistol-whipping them into 
unconsciousness. The spies’ cameras, 
used for photographing and assuming 
other character’s visual likenesses, 
have also been upgraded to “sticky 
cams,’ which can be fired into place, 
making it easier to snap shots without 
being seen. 


We've never seen so many big changes made 
to a game for its U.S. release. 





Other, smaller changes have also been 
made, including full camera control 
using the R-stick and revamped 
weapon/inventory screens, but 
they’re certainly welcome improve- 
ments, nonetheless. 

After playing this retooled U.S. 
version of the game, we're impressed. 
Despite its looks, it’s definitely not a 
Metal Gear or Splinter Cell knock-off 
— it’s definitely its own game. How it 
ultimately stacks up against the spy 
game greats will be revealed in our 
upcoming review. RANDY NELSON 


SPY MOVIE STYLE 


Spy Fiction, like Metal Gear and 
Splinter Cell, has a lot to do with 
infiltration. However, taking a 
cue from the great spy movies 
and novels of the past, this 
doesn’t always mean sneaking 
into an enemy compound. In 
these shots, you can see Bishop 
donning a “stolen” (using his 
digital camera and chameleon- 
like camo) tuxedo and eaves- 
dropping during a party. 





Not only 
do you need 
to blend in 
visually; if 
you start 
acting 


strange, 
people will 
catch on to 
the fact that 
you're an 
uninvited 
guest. 
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NEED FOR SPEED 
UNDERGROUND 2 


A whole lot deeper underground 








GAME INFO 





urprise, surprise — EA’s 
making a sequel to one of 
the most popular racers 
ever. While the fact that 
the game will feature 
more cars (30 licensed rides in total) 
and aftermarket parts to customize 
them with (including double the visual 
customizations) shouldn’t surprise 
anyone, the direction EA Canada is 
taking the game's structure should. 
Taking a cue from Midnight Club 
Il, NFSU2 will be set within one big 
free-roaming city, divided into five 
distinct neighborhoods. You'll be able 
to cruise around at will, challenging 
other racers, and picking up info on 
where the best upgrades can be had. 
The different areas of the city will 
offer varied challenges and challeng- 
ers, but EA's keeping that part of the 
game under lock-and-key for now. 



















Online play will return, however, 
along with several new, yet-to- 

be-revealed gameplay modes. Let’s 
hope a “hot girl on your car’s hood” 
photo-shoot segment is one of them... 
that, and replays. RANDY NELSON 


This 350Z is 
a blank canvas, 
just waiting to 
be customized to 
the nth degree! 


> Hey 
buddy, turn 
down those 
halogens! 
You're 
blinding us 
over here! 





It sounds like Midnight Club II with more car 
customization — and that’s not a bad thing. 





A The Lancer Evolution is light | A Do you have the skills to 
enough to catch plenty of air. handle these hills? 


A Each of the city’s five areas 
will have a distinct look. 








AI dub you guys Manny, Moe, and Jack. 













PUB MAJESCO | DEV TERMINAL REALITY | REL DATE OCTOBER | TYPE ACTION | MAX PLAYERS ONE 


BLCPDP 


She'll | steal your heart... and’éah 


ESRB MATURE 












he original BloodRayne 
was a mild success on the 
PlayStation 2, enough to 
justify Majesco going back 
to Terminal Reality for a 
follow-up. The vampiress will return 
to the PS2 later this year in a vastly 
improved adventure to last year’s 
sleeper. Players will again control this 
half-human, half-vampire, all woman 
(and what a woman) in a scenario that 
puts her back in harm’s way... ready 
to suck evil Nazis dry of their life’s 
juices while kicking their asses at the 
same time. 
For the sequel, Terminal Reality 
is bumping up everything from the 
original: more detailed graphics engine 
and more over-the-top action are 
just a couple of the ways BloodRayne 
will be improved from last year’s 
adventure. The game will feature a ton 
of moves and weapons unique to the 
series, along with a few favorites from 


the original. Sounds like an appropri- 
ate game to release this October. 
CRAIG HARRIS 


A Despite all my rage, I’m still just a rat in 
a cage. 


Grinding... it’s 
not just 
for extreme 


More actions, more level variety, more of 
everything... let’s hope it all adds up. 
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A Sending obstacles flying into your oppo- 
nent’s path is just one of the new tactics 
you can use. 





ii 


4 Where most racers would use a 2D image 
for that mountain, Burnout 3 renders it in 
full 3D. 


urnout 2 was fast — that, 

and extremely fun. 

How can it get faster 

— or more fun? Well, it 

has... and we’ve only 
scratched the surface of a very early 
version of the game. 

Let’s get the basics out of the way 
right off. It looks amazing. The cars, 
courses, and crashes are much more 
detailed. The new lighting, spark, and 
motion blur effects are the icing on 
the cake — one that’s traveling at 
about a gazillion miles per hour. We 
don’t know how they’ve done it, but 
Burnout 3 delivers the same almost- 
too-fast sensation of speed from 
the get-go as Burnout 2 did when 
boost meter kicked in. Surprisingly, 
the game still manages to remain 
playable, but you'll definitely be on 
the edge of your seat, palms sweating. 

Criterion is upping the gameplay 
several notches as well. Before, you 


eS | DEV CRITERION GAMES | TYPE RACING | REL DATE FALL { MAX PLAYERS SIX | ESRB PENDING 


GAME INFO PUB EA GAMi 


Fs 
; 

z 
3 
Lz 


=, BURNOUT 3 


We saw... we played... we were blawn away! 





earned points and boost though near 
misses, driving into oncoming traffic, 
and other daredevil maneuvers. 
That's all still in this sequel, but a new 
element has been added: interaction 
with your opponents. By interaction, 
we mean using every means within 
your grasp to make them crash. 
Sideswiping, leading into oncoming 
traffic... it all comes with a reward. 
More than boost juice, though, you get 


4 ¥ The new motion blur effects take the game’s sense 


sane. 
u fe 
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to watch them dramatically wipe out 
before returning to your car — you 
can even slow-mo their crash replay. 

Let's talk about crashes. Take even 
the most incredible one you saw in 
Burnout 2 and triple it. That’s about 
what Burnout 3 offers. They're not 
just more spectacular-looking, but 
the sheer amount of deforming and 
ripping apart of your (or, hopefully you 
opponent's) car is much more realistic 
looking. Glass, metal, wheels... stuff 
flies all over the place, and not just 
from your car, but whatever unfortu- 
nate vehicles) you've hit as well. 

EA has yet to reveal much in the 
way of game modes, but there will be 


‘Separate race and crash champion- 


ships this time around. Six players will 
be able to compete online in both 
modes, but specific details, such as 
ranking ladders and voice support, are 
still up in the air. 

Using a branching game structure 
similar to Need For Speed: Hot Pursuit 
2, Burnout 3 will take us from the 
U.S. to Europe to Asia when it hits 


It’s already faster, prettier, and more intense 
than Burnout 2. 








You really want to make your 
opponents wreck, but even bashing 
and scraping them can earn you 
points and boost. 


194 ron 0416 


nt 














the streets this Fall. From what we've 
played, it’s going to be one hell of a 
ride. RANDY NELSON 


Ne OR 
Crash-Tastic! 


The crashes in Burnout and 
Burnout 2 were nothing 
compared to what Criterion’s 
cooking up for part three in 

the series, They're already so 
realistic, you have to wince when 
they happen. 


A Now when you hit a truck hauling 
cargo, you'll not only break into a zillion 
pieces, everything it’s carrying will, too. 


A Trust us, this is one of the most tame 
crashes we've seen in the game. 












f all the Tom Clancy 
franchises, Ghost Recon 
has aged the worst in 
terms of gameplay. Almost 
completely scripted levels 
made memorization a greater skill 
than aiming, and oftentimes the player 
would miss out on key events. In this 
day and age, gamers expect more — 
and that’s exactly what we're getting. 
Ghost Recon 2 is the first official 
sequel to the series. Though the plot 
is pretty standard Clancy fare, the 
gameplay has changed immensely. 
Instead of cycling between your 
teammates, you now only play as one 
lead character. You still have a team, 
but delivering commands is the extent 
of your control over them. 

Another significant change from 
previous Ghost Recon games is the 
over-the-shoulder third-person view. 
Never before has the series departed 
from its first-person roots. 

Also gone are the low-poly, 


muddy-textured levels and 
characters from previous Ghost 
games. In their place are smooth 
models, dynamically lit levels, and 
more urban environments. The latest 
version of the Havok physics engine 
is also in place, allowing for some 
excellent ragdoll experiments. 
Though the game is a severe 
departure for the series, the voice- 
issued commands and online 
multiplayer modes should help it 
retain the classic Ghost Recon magic. 
Stay tuned for 
more info. 
KAISER HWANG 


> Helicopter... 
Bazooka... You 
know what to 
do, right? 


A completely redesigned Ghost Recon for the 
21t century has been a long time coming. 


“Cup 





iLO 


714, > 


A The overhauled graphics engine puts the 
other Ghost Recon games to shame. 





SNe ey 
A “That was your objective, men. | guess we 
can go home now.” 















A Every locale and event will be based on 
detailed historical data, resulting in 
unparalleled authenticity. 


v Each and every squad member 
will showcase a distinct 


personality and look. 





GAME INFO 


PUB UBISOFT i DEV RED STORM | TYPE ACTION | REL DATE FALL | MAX PLAYERS TBD i ESRB RATING PENDING 


GHOST RECON 2 % 


Extreme makeover is the theme here 


The new third person view isa major 
departure for the series. 


PUB UBISUFT | DEV GEARBOX STUDIOS | RELDATEFALL | TYPE FPS | MAX PLAYERS TBA | ESRB PENDING 


BROTHERS IN ARMS 


| A truly unique war experience 


PREVIEWS °¢ 

































4 New environments make the muddy look 
of earlier titles a fading memory. 



























e know what you're 
thinking: Another 
first-person WWII 
game? Yeah, the 
backdrop is getting 
a bit stale, but Brothers in Arms may 
truly be something special. Set during 
the infamous airdrop before the 
Normandy Invasion, you assume the 
role of Sgt. Baker, a squad leader in 
the 1015t Airborne. 

All right, so the setting’s intriguing, 
but what really sets this game apart 
in such a crowded genre? Believe it 
or not, Brothers in Arms stands alone 
as one of the only tactical shooters 
set in WWII. Squad commands are 
given through an intuitive system, and 
the Al — both the squad’s and the 
enemies’ — utilizes standard, real-life 
procedures to fire, flank, and kill... 
deadly, indeed. 


A tactical WWII shooter by the team that 
created Half-Life Opposing Force?!? Wow! 





Developer Gearbox is making no 
comprises when it comes to authen- 
ticity and realism. Forget the assembly 
line soldiers found in other war games. 
Each of the more than 20 characters 
in the game has a distinct look, a 
specific style, and a unique personal- 
ity. In essence, these guys could be 
adequate replacements for your 
personal score of friends. 

The locales in Brothers will carry 
the same weight of quality. Each 
in-game battlefield visited during 
the eight-day invasion is historically 
accurate, from the equipment used to 
the placement of key structures. This 
is, of course, all based on Army Signal 
Corps photos, Aerial Reconnaissance 
Imagery, and eyewitness accounts. 

Based on a true story, Brothers 
in Arms may turn out to be the most 
dramatic WWII game ever created. 
Throw in what looks to be kickin’ 
three-man team multiplayer mode, 
and we could be looking at one of the 
best games of the year. KAISER HWANG 
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SECOND SIGHT 


Free your mind and a mess will follow 









ow’s this for a bad day: 
you wake up in some 

sort of military hospital 
patrolled by armed 
guards, you're shaven 
bald, covered in goopy bandages 

and wicked scars, and you have both 
amnesia and a recurring migraine 
headache. The only good thing is that 
you seem to have tons of psychic 





+ Before everything fell apart, you were a 
psychic debunker helping the military inves- 
tigate rumors that an ex-Nazi scientist was 
still performing experiments. 


GAME INFO 





powers like psi-blast, astral projection, 
mind control, cloak, and telekinesis 

— but even those are a complete 
mystery to you. 

This is how Second Sight begins, 
but that’s not the beginning of the 
story. The game actually flip flops 
between two parallel storylines; 
one details your attempts to escape 
the hospital, and the second jumps 
back in time and fills in the details 
of how you got there, with tons 
of standard, guns-blazing military 
action keeping things moving. Second 
Sight is obviously peculiarly similar 
to Midway's Psi-Ops: The Mindgate 
Conspiracy, but often has a stealthier, 
less gritty, more story-driven feel. 
Players will get the chance to give it a 
look themselves this fall. eric BRATCHER 


Here's a third-person thriller that boasts an 
interesting storyline and some great Psi powers. 








LEGEND 





ames based on comic book 

characters usually fall into 

straight-up action and 

fighting genres; they’re 

a natural fit. However, 
Activision is taking a twist with the 
latest Men game by developing 
Men Legends as a team-based 
action RPG. 

You begin with a limited number 
of X-Men with which to make up your 
party, but others are unlocked as you 
progress through the missions that 
are doled out by Professor Xavier. The 
first challenges aren't too difficult, 





4 Cyclops’ powerful optic blast is a formi- 
dable ranged attack. 


but by the time you get deeper into 
the game, you'll find it necessary to 
use different team members’ special 
powers in collaboration in order to 
complete particular objectives within 
a mission. The interface makes it 
simple to switch the party leader (the 
character you control) with a single 
button press, while the remaining 


A Just like in the comics, it’s all about 
teamwork. Storm and Cyclops combine their 
powers for devastating results. 


Man of Action worked on the Legends storyline, 
which should add to the game's depth. 
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A You can even the odds against these 
guards by taking over one guard’s mind. We 
wanna know which button makes them do 
the chicken dance... 


PAULL PUB ACTIVISION | DEV RAVEN SOFTWARE | REL DATE FALL | TYPE ACTION RPG | MAX PLAYERS FOUR | ESRe Penomc 


The latest on this most 
X-hraordinary action-RPG 


party members fend for themselves 
under Al control. 


RPG fans will enjoy the detailed 


customization of X-Men over the 
course of their ongoing battle against 


earned. It’s all about the buttons... 


4 Psi powers aren’t your only weapons, 
but the ability to hold an enemy in mid-air 
makes aiming a gun much easier. 


A Attack combos increase the amount of damage done — as well as the experience points 











4 Your powers aren't all offensive. The 
ability shown here gives you the power to 
hide yourself from human minds, effectively 


making you invisible. 









the evil Brotherhood of Mutants, by 
adding and upgrading charactersi 

skills and attributes. Men Legends 
also supports cooperative multiplayer 
games for up to four players. anpy EDDY 






show me your cingular! 


Wanna look up some cheat codes, but you’re away from 
your vast collection of PSM back issues? No problem. 
PSM and Cingular Wireless are teaming up to enhance 
your game. 


All you have to do is text the word “CHEAT” to PSM 
(776), and then you would be sent instructions back to 
your phone on how to get one of the games listed below. 





+ hy Untied life Cheat codes for the game will then be sent directly to 
B) All weapons your Cingular Wireless phone. 
¢) Full ammo 





NBA Ballers 
Fight Night 2004 
NFL Street 














X-Files: Resist or Serve 








Champions of Norrath 


The Lord of the Rings, 
The Return of the King 








Terminator 3: Rise of the Machines 


Spongebob Squarepants: 
Battle for Bikini Bottom 


James Bond 007 in Everything or Nothing 





For the latest wireless games and to learn which games are 
available on your phone, log on to 


*Standard text messaging rates apply. 


cingular 


a GET THE Most OUT OF YOUR GAMES >» JULY 2004 


EE} Syphon Filter: 0S 
E:ZB Transformers 


CODES 


88 Alias 
88 Fight Night 2004 
88 Ghost Recon Jungle Storm 


88 MXRider 
88 Max Payne 2 


88 NBABallers 
88 World Tour Soccer 2005 
88 X-Files: ROS 


Wanna get through not one, 
but two demonically-infested 
time periods with your head still 
on your shoulders? We've got 
you covered. 


fe ‘Prename your: 


tN 


elt), Samangsukeli 


ONIMUSHA: 


GENVGN SIEGE 


BASIC GAMEPLAY 


#:\\¢» A chapter or two in, you'll be paired 
aa Ako, a little sprite who just loves to help you. She can be 
equipped with different vests, and you shouldn’t hesitate to 
switch them as the situation demands. 

For example, after gaining the White Vest, you should get in the 
habit of finding safe spots where no one’s attacking you — espe- 
cially just before saving the game — and having her don the 
Vest to heal you fully. Yes, it’s time consuming, but think of it as 
a good opportunity to take a bathroom break or grab a snack (or 
check your email, or knit a sweater... ). This lets you save your 
health items for boss battles, when the vest is all but useless. 


*Pleasure'ta meet you. 


A Use your little Tinkerbell wisely and you'll have plenty of healing items 
left for the boss battles. 
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Like the previous games, Demon Siege 
is scattered with breakable objects that often contain items, 
and especially crucial are the “EcoSpirit” orbs used to power 
up Ako’s vests (ironically enough, “EcoSpirit” is often found in 
Parisian trashcans). Be aware that in some levels, containers can 
be found hanging from the ceiling — if something seems to be 
pulsing or otherwise standing out up above, see if you can hit it 
with an arrow. 


le The lovely Michelle has little health or 
armor, but her various firearms have infinite ammo. So her basic 
strategy is to just keep as far away from enemies as possible and 
keep shooting. Be aware that at extreme ranges, some enemies 
will block her shots — in-that case, just inch forward until you 
start hitting them. 


A Michelle has plenty of “firepower,” as one can plainly see from this 
screenshot. Bring on the bad guys! 





<< AS FEARSOME-LOOKING AS THE BEAST IS, IT'S 
ACTUALLY NOT THAT TOUGH TO BEAT >> 































BOSS 1: Ranmaru Mori ian BOSS 3: Marcellus 


This is a pretty easy battle. You start Welcome to Jacques’ first boss fight. You should probably try to get his 
the game powered up for Onimusha weapon enhanced a level before this fight, but if not, it'll just take longer. 
Transform, and should have a full magic ; First and most important, notice the Oni Firefly hovering above the 
charge, thanks to the well outside. So let , middle of the room — this not only gets you off the floor, it also 
him have it with everything you've g ; gets you the hell out of the way, fast. This is a major » 
got, then just block and counter ; ae mk. element of Jacques’ strategy in this and other battles ¥ 
until he dies. Get used to this ee ty 1 to come. Marcellus is all but impervious behind his 
annoying twit, because he'll ; : \ \ shield, but after enough damage, it breaks. This is when 
be back. ge , i a a he becomes even more dangerous, so use 
it Fi the Firefly to get 
a) off the floor 
> Ranmaru Mori : ~~ ora / d when SS 
goes down j i B Marcellus y 
pretty easily fr : launches . 
— this time. his electrical Sy 
attack. Otherwise, this 
is another mostly simple 
“get behind him as much as 
possible, block and counter” job. 










SS 
o 

















> Marcellus (“Marcy” to his friends) is ugly 
from every angle, but more vulnerable to 
attack from the rear. 


BOSS 2: Brainstern 


This is also fairly straightforward — get 
around behind him and pound on his 
center section. The things to watch for 
are his missile attacks, which usually come 
in salvos of three — when you see their 
shadows, run out from under them — and 
his swiping arms, which are very good 
reasons to stay behind him. 

It is possible to knock his arms off, 
but it’s better to just keep it simple. It’s 
also worth pointing out a lesson you 
should have learned by now: although it’s 
tempting to keep the Draw Weapon 
button held down, you don’t move very ¥ With most 


fast that way, so wait until you're in position bosses, the ability;to 
before drawing dodge swiftly is critical. 
H Don’t hold down 
the Draw 
button: 
it'll slow 
you down. 
















Guildenstern’s Guards 
These genma swordsmen you meet under Notre Dame 

aren't bosses — you'll be seeing more of them later as 

regular enemies — but at this point in the game they’re 

kind of tough to handle, especially in such an enclosed space. The key here 

is to keep moving, keep blocking, and don’t get greedy and try to cause too much 
damage at once; if you try, chances are they’ll smack you down in the middle of a 
combo. Above all, don’t let them trap you in the corners. 





A Eventually, these guys will go down easy, but they're tough at this point in the game. 
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BOSSES AND OTHER INTERESTING POINTS ALONG THE WAY 


i BOSS 4: Ranmaru Mori 


Told you he'd be back. This time he’s been turned into a genma, and he's even more annoying. The problem 
is that he’s simply too damn fast to really be hit by regular attacks, so put your Draw attacks to full use. 
Hang back and charge your Draw while dodging his fireballs, then hit him when he comes in for a blow, 
either as he approaches, or by backing away and keeping him out of range until after his attack is 
finished, then smacking him. Magic is good here, too. Also, when either of you is wounded, he stupidly 
stands in place trying to absorb the souls — this is an excellent time to move in and pummel him. 




























BOSS 5: Two-Headed Guard Dog 


As fearsome-looking as the beast is, it’s actually not that tough 
to beat (at least, this first time.). Its main attack is to charge at 
you and run you over, but as with Jacques’ earlier boss battle, 
there are a couple of Oni Fireflies hovering above, which make it 
easy to get out of the way and get in behind. 

The only worry is when it glows yellow or blue before 
charging; if its charge misses you, it immediately turns around 
and runs back the other way, so you may have to dodge it 
twice. The doggie also has an ice breath attack, so don’t hang 
around directly front of it, but its electrical attacks are actually 
easy to avoid. Mostly though, this is another battle where you 
shouldn't try to do too much damage at once — hit it a couple 


}» Fancy new clothes, same 
twit underneath. We just love 
killing this guy. 


of times, then get away. 


0 


A Oh, right. As if a giant, two-headed, demon dog wouldn't be scary 
enough without the spiky armor... 





Michelle, My Belle... 


Just a quick note about when you first take control of Michelle in front of 
Notre Dame. After dealing with the genma outside and getting the Soul 
Bracelet from the chest, you can head down the manhole and retrace your 
steps back to where Samanosuke cut the chain on that giant, garbage- 
clearing ball down in the sewers. That locked chest that Samanosuke 
couldn’t open earlier? Michelle can open it, and there are grenades inside. 
It’s probably not worth the trip, but just in case your curiosity was killing you, 
there you go. 

While we're on the subject, when Michelle reaches Samanosuke and 
Henri in the Boulogne Zoo, before you release them, check the now open 
cage. The chest has a Grenade Launcher, and you won't be able to retrieve 
it after (also, don’t miss the little hanging container in the corner opposite 
Henri’s cage. It’s easy to overlook). 
















5 Oss 6: Guildenstern the Chigo to level two, and the Oni Gauntlet to 
Finally, you get to kill him! By the way, the key to = Max by now). 

his door is all the way back in the East Section Be careful and dodge both his and the 

of the zoo, behind that Air Magic door — yes, knight’s fireballs, but if you’re good, you can hit 
you have to take the boat back there, and yes, them both with the same spinning Draw attack. 









it’s lame. Guildenstern does a strange, reversed hourglass 4 gg cen wy * 
This battle isn’t too difficult; it just takes a spell or something the first time his health hits Bes } 2 EN ae 
while. Use arrows on him until he starts reviving zero and heals himself — at which point he b) i Dy, 
one of the knights. As he does this, he hovers begins reviving two knights — but this doesn’t He: : 
lower, which is the perfect time for a fully Draw- affect your attack strategy. You just have to be “a yes te 


A If H.R. Geiger created a demon, it would probably look 


charged Chigo attack (after retrieving Michelle's more careful. 
something like Guildenstern, but with three more mouths. 


Soul Bracelet, you should have easily gotten 
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BOSS 8: 


Genma Queen 

OK, this one’s also tough, though 
not as tough as the last one. Much 
like Ranmaru, she moves too 
quickly to be hit (usually — keep 
reading). The key to beating her 

is effective blocking. This means 
timing your blocks so you can take 
advantage of the block stagger, but / 
mostly, when she shoots purple ) 
energy at you, blocking it bounces 
it right back at her, and she can be ~ 
pummeled while under its effect. 


Hyosaki (fully powered up, of 
course), part of his combo is to 
swing behind him, so when she 
dodges the first blow, she can 


sometimes be caught by the J5] Obs pe) sts) 9 and 1 0 


second. This isn’t something to rely Samanosuke faces these on his way up the Eiffel Tower, 
on, because if you just button mash, but Number 9 is just Brainstern again, while Number 10 is 
she'll kill you, but it’s something to Ranmatu... again. Neither does anything different than before, 


keep in mind. they just have more health. So, fight them the same ways. 


(Boss 7: Two-Headed Guard Dog, part deux 



















BOSSES AND OTHER INTERESTING POINTS ALONG THE WAY 


i ORCS Te SEES RSET AES aes 





Hoo boy... Welcome to the single most aggravating boss battle of the entire 
game. The doggie doesn’t really do anything differently than it did before when 
you fought it with Jacques, but now it’s got four times as much health, and in 
case you didn’t notice, Samanosuke can’t use Fireflies to get out of its way. 

This isn’t a hard battle to figure out, really, it just takes forever to wear the 
damned critter down. Worse, it can and often does knock you down (or freeze 
you), then hit you again just as you're getting up — a truly frustrating, repeating 
loop you can’t escape from. So unless you're careful or lucky, it’ll whittle you 
down first. 

Therefore, a word of advice: the last time you switch from 
Jacques to Samanosuke (just after Jacques plants the genma 
plant in the lower courtyard), use the Time Folder’s Store function 
and have Jacques transfer all of his health items. Jacques will find 
enough stuff later to cover him. Sama’s going to need them right now. * 

The basic strategy is to stand opposite the beast and wait for it to 
charge at you (you can pelt it with arrows while waiting, if you have 
any), then dodge to the side and as quickly as possible get completely around 
behind it before attacking. This is one battle in which you really, really don’t want to 
get greedy. Hit it once or twice at a time, then keep trying to move around behind it. 
If you time it right, you can hit it a couple of times, then move around as it’s trying to 4 
turn to face you so that you keep the same relative position and hit it again. : fon. 

The most important thing is this: do not let yourself get caught against a wall or f (j 
in a corner — this is when it’s most likely to trap you and beat you to death. If it looks like that’s what's 
happening, get the hell away while you can. Also, when dodging its charge, remember that when it’s glowing A icue tory acco reg 
yellow or blue, it’s going to double back, so do not try to get behind it when this happens. internal documents, this thing is 

Otherwise, this might be a time when you opt for Easy mode. Good luck. actually named “Gertrude”. 





Mat 














The Road to Azuchi BOSS 11: Nobunaga 


Heh. If you thought it was kind of unfair that Samanosuke got to use all the souls that Michelle This is anticlimactically simple when you under- 
collected to enhance his weapons and armor, here’s where Jacques gets his turn. After Samanosuke stand that this is Jacques’ last fight — there’s no 
taises the Oni army and sends Jacques through the battle to Azuchi Castle, you can take as much reason to hang on to any items, so just use them 
time as you want here and stock up souls for Jacques. There is a literally limitless number of enemies, one after another. Hit Nobunaga with magic as 
and they're all of the easy to kill sort. Just keep plowing through them until the soul meter is up to often as possible, then just block and counter 
20, or 30, or however many you think it'll take to get all Jacques’ equipment maxed out. Cool. (and if you have Onimusha Transform powered 
up, let him have that, too). Then, it’s Sammy-boy’s 
turn to face off with Nobunaga. Have fun ... 


» We’ve been chasing 
this demonic bad boy 
for three games now. 
This is going to be one 
serious throwdown. 






Also, if you're using Jacques’ 
4 Wait 


— are you supposed to be Scary, or sexy, or both? We're confused, 
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TAKE THE 


PSM 
CHALLENGE! 


RULES You can't send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on August Ist. If there are multiple 
winners, the final winner will be decid- 
ed by the best paragraph that explains 
why you're the winner. Send a picture 
or a videotape (non-returnable) and a 
short paragraph explaining why you're 
the winner. Sorry, no e-mail entries! 
This contest is open only to readers 
living in the United States, age 18 
years or older. PSM reserves the right 
to substitute prizes of equal or greater 
monetary value, if necessary. 


SEND YOUR ENTRIES TO: 
PSM July Challenge # 

(the challenge you're entering) 
c/o Future Network USA, 150 
North Hill Drive, 
Brisbane, CA 94005. 



















¥ Choose your mini-cons wisely, and don’t 

be afraid to mix it up a bit if you're stuck ina 
certain spot. The right loadout can have a huge 
impact on a mission’s difficulty. 


THE CHALLENGES 


Challenge #1: Onimusha 3 

Find at least two of f 
Samanosuke’s unlockable 
costumes and have him model “f 
them for us. 


Challenge #2: Way Of The 
Samurai 2 

Achieve at least three of the 
game's twelve endings and show 
us proof that you've done it. 


Challenge #3: Galactic 
Wrestling 

There are a huge number of 
outrageous wrestlers in this 
game. Unlock them all and show 


us your completed character 


selection screen. Insider tips and maps straight from the developer! 












THis MONTHS = =| DEVELOPER TIPS 


ShellShock: Nam 67 game 





Max TV device from Datel Use all of the controls 
Action Replay Max device Use Look Back (R3) while driving or gliding away 
Transformers game from enemies. It’s very handy, particularly during 
boss fights. 
Take off with authority 


Although you can’t use the standard dash Mini-Con 
(Highgear) while gliding, you can use it immediately before 
engaging the glide wings, to start your glide with an extra 
boost of speed to make those long-distance glides much 
more easily and quickly. 


Snipe for life 
Lookout (Sniper Rifle) is an excellent Ga Mini-Con — many 
Decepticlones can be knocked out with one shot to the head. You 
can take out those annoying shielded Medium Units quick. You can 
even headshot Medium Units easily at close range over open sights, 
without going into Recon Mode. Command Units who are immune to 
heavy weapon knockdown still quiver in fear at your headshot ability. 


MARCH WINNERS 


Champions Of Norrath Snuggle up to the heavies 


Kirk Hardtle, Metairie, LA Keep close to Heavy Units. They don’t turn very quickly and won't shoot rockets at 
Winning Eleven 7 i you. If they lift their leg to stomp, jump immediately. Melee is a surprisingly effec- 
Cengiz Ergin, San Mateo, CA tive tactic against them if you don’t have good Mini-Cons. 


NFL Street 
James Kleacan, Chicago, IL 
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UV TU 


‘ind every Mini-con, Data-con, and Warp Gate on Earth © 





w - Mini-con 
@ - Warp Gate 
4 7 Data-con 


1: Lock-On (Homing Missile) 

2: Pressurepoint (Melee Damage Increase) 

3: Safeguard (Armour - Basic) 

4: Tractor (Tractor Beam) 

5: Hailstorm (Cluster Rocket MLauncher - Heavy) 

6: Claymore (Drop Mines) 

7: Deflector (Energon Shield) 

8: Flashbang (Cluster Rocket Launcher) 

9: Firefight (Assault Blaster - Super Heavy) 
% - Mini-con 
©- Warp Gate 


A: Amazon Basin a-~ Data-con 


B: Stone Bridge : © Shi istic Shi 
C:Ruined Temple -«(Recruit/ Veteran] | | Svea (pesault Blaster - Heavy) 
D: Waterfall 3: Twister (Vortex Cannon) “dropship 
E: Deep Ravine © 4: Airburst (Flak Burst) 
F: Mountain Ruin ra me 5: Covert (Stealth) 
' 6: Knockdown (EMP Blast) 
7: Overwatch (Impact Gun - Basic) 
8: Rangefinder (Rangefinder) 





A: Hill Top 

B: Rope Bridge 
C: Sun Temple 
D: Antechamber 
E: Jungle Village 


[ Recruit / Veteran ] 
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d every Mini-con, Data-con, and Warp Gate on Ea 






¥¥ - Mini-con 
© - Warp Gate 
A ~-Data-con 


1: Aurora 

2: Bulletproof 
3: Discord 

4: Kickback 
5: Highjump 


A: Shore 
B: Canyon 
C: Box Canyon 
D: Caves 

E: Deep Ravine 
F: Cliff Top 





(Ribbon Beam ~— Heavy) 
(Heavy Armor) 
(Scrambler — Area Effect) 
(Reflection Field) 

(Boost Jump) 


[ Recruit / Veteran ] 
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3x - Mini-con 
© - Warp Gate 
A - Data-con 
1: Shockpunch 
2: Hawkeye 
3: Watchdog 
4: Smackdown 
5: Slapshot 
6: Buildup 
7: Highgear 
8: Sparkjump 
9: Lookout 
10: Comeback 


A: Canyon 
B: Icefield 


C: Research Station 


D: Ice breaker 





(Electro-field) 

(Energon Vision) 
(Proximity Mines) 
(Energon Melee Weapon) 
(Grenade Launcher) 
(Auto-Repair) 

(Dash) 

(Electric Arc Gun ~ Heavy) 
(Sniper Rifle) 
(Reactivation) 


[ Recruit / Veteran ] 











A- Data-con 
© - Warp Gate 
s¢_- Mini-con 
1: Slipstream (Glide) 


A: Beach 


B: Pinnacle Rock [ Recruit / Veteran ] 
C: Hangar 
D: Control Room 


I: Stronghold PACIFIC ISLAND 


(Armor — Super Heavy) 
3: Shepherd 

(MiniCon Sensor) 

4: Corona 

| (Ribbon Beam — seh, " ; 

| Super Heavy) [cae NS SERS You plan on playing 
| 5: Fullspeed (Dash) j fe gee sd in the real world? 

| 6: Jumpstart ny é (in, Was, say 


| (Electric Arc Gun ~ 
| Super Heavy) A real college degree, focused on advancing 


| 7: FailSafe \ ge NO, technology. Available on campus or online. 
(Homing Missile Launcher \ 4G ee -s \ Ny Learn More. www.uat.edu or 800.658.5744 
~ Heavy) AS J Se 


| & 
na 








| A: Beach House 
| B: Lighthouse ae ink-con 
_ C: Plateau © - Warp Gate 


_ D: Dry Riverbed 4 - Data-com r 
| E: Volcano [ Recruit / Veteran ] 
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PRINCE OF PERSIA: 

THE SANDS OF TIME 

Play the original Price of Persia game, 
using the all new Sands of Time graph- 
ics engine. 


Start a new game, but on the 
balcony, hold L3 and press 
®@®OQ@WKOO. You should 


then be able to load the original game. 


MAX PAYNE 2: 
THE FALL OF MAX PAYNE 
Code is entered during gameplay 


Unlock all game modes and levels 
OO®%< >< 20008 
<9¢7°8 

Back on the main menu, select New 
Game. 


MX RIDER 

Unlock every track 

Enter IRATA as your name in 
Championship mode. Return to the 
main menu and start a Freestyle game. 
All tracks should be available. 


WORLD TOUR SOCCER 2005 

Input these codes in the main menu 
All Cheats Unlocked 
Bommet<ey) 

Unlimited TIF Tokens 

TTP Va@wmatyty) 

Unlock TimeWarp teams 

(R2pL2{R2f 024 01) 

Unlock QA Liverpool, TIF OldBoys, TIF 
Newbies and Touchline teams 

> @om<m 

Boosted transfer money in season 
mode @@mML< > 


X-FILES: RESIST OR SERVE 


Grenade Bullets ®©QOOnmm 
Unlimited Ammo oo®wm 
Player Invincible TOO 


on re OD 


Pa 


RESIDENT EVIL: QUTBREAK 


[M] Must Be On Psy \ 
Exclusive 
Code 


94D0BFE B46E0F43 


Ultimate Ammo Code 
249817A8 B8D057F9 


NBA BALLERS 
[M] Must Be On 
949094A6 SD6654EC 


Player 1 Ultimate Score Code 
24DA11A8 1016C39C 
24DA12A8 1096C30D 


g GameShark Codes 


One Shot Kills Oula® 
Unlock All Acts (Reet) 
Unlock Bonus Features <ma@J© 


NBA BALLERS 
Enter in these words at the Phrase- 
ology screen to unlock this stuff... 


Alonzo Mourning zo 
Amare Stoudamire rising sun 
Baron Davis Stylin & Profilin 
Bill Russell Celtics dynasty 
Bill Walton towers of power 
Chris Webber 24 seconds 
Clyde Drexler clyde the glide 
Darryl Dawkins rim wrecker 
Dikembe Mutumbo in the paint 
Dominique Wilkins dunk fest 
Elton Brand rebound 


George Gervin the ice man cometh 


Jalen Rose bring it 
Jason Kidd pass the rock 
Jason Williams give and go 
John Stockton court vision 
Julius Erving one on one 
Karl Malone special delivery 
Kevin McHale holla back 
Larry Bird hoosier 
Latrell Spreewell spree 
Lebron James king james 
Magic Johnson laker legends 
Manu Ginobili manu 
Michael Finley student of the game 
Nene Hilario fags to riches 
Pete Maravich pistol pete 
Rashard Lewis fast forward 
R. Wallace bring down the house 
Ray Allen all star 
Richard Hamilton rip 
Scottie Pippen playmaker 
Special Movie 1 Juice House 
Special Movie 2 NBA Showtime 
Special Movie 3 NBA Ballers Rules 
Special Movie 4 Hatchet Man 
Special Movie 5 Slam It 
Special Shoe 1 Dub Deuce 
Special Shoe 2 Cold Streak 
Special Shoe 3 lost ya shoes 


Stephon Marbury platinum playa 







Infinite House 
24D5AEBO 537E8101 
24D5B6A0 4275C028 
24CCBE98 0E448111 
2450B62A 936E8938 
24D1B468 307647CO 


Infinite Juice 
248ABDFE AOD405C1 


Inside Stuff: Max Cash 
240CC82E FA331CD7 
240CC82E FA331CF7 


Profile 1: Rags To Riches: Max Cash 
244CC92E FAB31A37 
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Steve Francis 


nba balla true playa 


Vs. Screen Codes 


Note: these codes are entered at the 
Versus screen. They represent button 


ankle breaker 


Steve Nash hair Canada 
Tim Duncan make it take it 
Tracy McGrady living like a baller 
Wally Szczerbiak world 
W. Frazier penetrate and perpetrate 
Wes Unseld old school 
Willis Reed hall of fame 
Wilt Chamberlain wilt the stilt 
Yao Ming center of attention 
‘Unlock ALL players 


presses, in the usual Midway style. 


R2R Mode 
Tournament Mode 
Show Shot Percentage 
Alternate Gear 
Speedy Players 
Back-in Ability 

Hot Spot Ability 

Fire Abilit 

Pass 2 Friend Ability 
Stunt Dunk Ability 
Put Back Ability 
Alley Oop Ability 
Legalized Goal Tending 
Random Moves 
Good Handling 

Half House Meter 
Super Steals 

Super Push 

Super Back-ins 
Super Blocks 

Great Handles 
Unlimited Juice 
Expanded Moves 
Better Free Throws 
Perfect Free Throws 
Faster Juice Replenish 
Baby Ballers 

Kid Ballers 

Young Ballers 

Paper Ballers 

Big Head Ballers 
Pygmy Ballers 


“0-0-8” 
coer 

“0-1-2” 

ribo} 
“2-4-3” 

A bpk 
“6-2-7” 
“Ug 9k 
“5-3-6” 
"3-7-4" 
“34-3” 

pre 
“7-5-6” 
“3-0-0” 
#332" 
“3-6-7” 
tS 

“34-5” 

"2-3-5" 
chp en 
33:08 
“7-6-3” 
“54-2” 

eal 

eplgp 
“4-3-1” 
“4-2-3” 
“4-3-3” 
“4-4-3” 
"3-5-4" 
“4-3-4” 
"4-2-5" 


EA SPORTS: FIGHT NIGHT 2004 


[M] Must Be On 
945A9162 9CB445E8 
24CEBE98 9F56C100 
24D5A6AA 9276C129 
2456F608 1E7CCO10 
24C3E604 1654C138 
24D2A628 9674C18A 
24COB6BA 9A57C1A8 
2455B6A8 1674C199 
24C4AEBA 1276COB9 
2457A4A8 0674C108 
2450B428 1E7CC028 
24D4B488 9256(119 
24C3E404 1654C13A 
2452A428 9674188 
2455B4A8 1674C1A9 
24C4ACBA 1276C099 
2457A4A8 0674C1B8 


No Weather “7-1-2” 

Rain "2-2-2" 
Snow “3-3-3” 
Play as Afro Man "5-1-7" 

Play as Agent “5-5-7” 
Play as BiznezMan-A "5-3-7" 
Play as BiznezMan-B “5-2-7” 
Play as Coach “5-6-7” 
Play as Secretary “5-4-7” 
GHOST RECON JUNGLE STORM 


Unlock all maps in quick mission 
(uoouuu) at start screen 


FIGHT NIGHT 2004 
Unlock all venues 

Go to My Corner and enter 
€€€3999€9D7 


Unlock Big Tigger 

Go to My Corner/Record Books/ 

Most Wins — Boxer and press 4°. 
Big Tigger should be unlocked in 
Middleweight class and can be used in 
all game modes. 


Boxing Kids 

At the Main Menu screen, highlight 
Play Now and press + <3 €. 

If you hear a sound, select Play Now. 
Boxers will appear in this mode nearly 
half their original height and with 
larger heads. 


ALIAS 

Unlock level select 

After finishing the game once, press 
G+ Gp on the New Game screen 


Unlock Expert Al 
OBTGOFAST 


Unlock All the Machines 
MINIGAMES 


Unlock the 50cc 
BIGDOGS 


Unlock Al Bowling 
WRECKINGBALL 


2450B728 1E7CCO08 
24D4B78A 9256C129 
24D0BF2C 16668918 
24D1B7B4 9F7CC139 
24D0B728 1674C188 
24D114E8 127657D0 


Player 1: Infinite Health 
0450B728 1674C188 


Player 1: Infinite Stamina 
0450B729 1674C188 


Player 1: No Health 
04D0B728 1674C18A 


Player 1: No Stamina 
04D0B729 1674C18A 





SYPHON FILTER: een 
OMEGA STRAIN 


GENERAL TIPS 

Lock-rocking head shots 

Using Target lock, then switching to 
manual aim is a useful technique to 
pull off headshots at lightning speed. 
Use target lock to quickly pick an 
enemy, then switch to manual aim 
and tap up on the stick to aim at the 
head and fire. 


Shooting for par 

Knowing the level layout and where 
objectives are located is an absolute 
must for achieving the single player 
par times. Once you've got the level 
layout down, the next step is to 
determine which path(s) through the 
level will lead to the quickest comple- 
tion of objectives. Choose the path 
with the least amount of backtracking 
to save time. 


That Mexican mouse was right 
Speed is essential, and fighting takes 
too long. Only fight the enemies that 
absolutely have to be killed, either for 
completion of an objective or to keep 
yourself alive. 


LEVEL DOMINATION: 

SINGLE PLAYER 

Belarus 1 

Clear an area of enemies before try- 
ing to escort a worker through... their 
survival will be much easier 

to guarantee. 


Belarus 2 
Adopting the look of the locals can 
give you an edge. 


Bonus level Italy 

Alternate routes exist to your desti- 
nation. Keep an eye open for more 
discrete paths. 


the developers’ 
hands 


4 It’s tough to keep your cool, but 
crouch walking is silent, and enables 

| you to sneak around without those 
noisy footsteps drawing attention 
to yourself. 


MULTIPLAYER MAYHEM 

Where’s your head(set) at? 
Headsets are a must to achieve the 
pinnacle multiplayer experience. 
Voice chat with your teammates 
allows quicker communication ver- 
sus the in-game quick chat system. 
Headsets are the easiest way to 
discuss strategies and give updates 
in game. 


He ain’t heavy, he’s my partner 
Buddy climbs enable access to alter- 
nate routes through levels, and also 
provide access to some objectives 
and items that are not available any 
other way. Every multiplayer level has 
at least one location where team- 
mates can use a buddy climb. 


LEVEL DOMINATION: 
MULTIPLAYER 

Belarus 1 

Leave one mill machine on while sav- 
ing workers. Otherwise, Zhidkhov will 
make an early departure from the 
level, removing your ability to save all 
of the workers. 


A Don’t turn off the final machine until 
every worker is safe — unless you don’t 
WANT to save everyone, you rotten, 
cold-hearted bastard. 


Belarus 2 

Take alternate paths from the start to 
complete objectives, and be sure to 
have C-4 charges before approaching 
the bridge area. 


@ It may not smell the greatest, but the 
sewer is a less-policed road than the streets. 
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Raa NOR vente: see 


A The PS2 HDD is indeed a 40GB drive, but that’s before adding the roughly 26GB that FFX/ and PlayOnline takes up. 


RANDY'S TIP 

OF THE MONTH: 
“If you're anything like 
me, you get a serious 
case of the heebee- 
jeebees every time you 
see those surveillance 
cameras at the local 
convenience store. 
Well, | found a way to 
counquer my fears. 
There are actually 
two things you can do 
to not be spotted by 
these infernal devices. 
First, you can press 
yourself against the 
wall they’re on and 
shimmy past. If that’s 
not your thing, find a 
cardboard box behind 
the store and use that 
to go unnoticed!” 


EACH MONTH we post a new question 
on our website at psmonline.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month’s Question: “What's the 
coolest thing you've seen or done in Final 
Fantasy XI so far?” 

















= Michael Bazan, mikedxe@haimall.cam 


A With Kaiser aboard, our plans were complete. 
Barbershop Quartet contest, here we come! 








The Big Freeze | 
| have been playing Champions of Norrath fora 
while now. Many times, the game freezes up for 
a short period and sometimes locks up com- 
pletely. | then have to reset the power and lose 
all the great stuff | had just found. | have also 
noticed that some of the cutscenes appear to be 
cut off short. The narrator can’t even finish what 
he is saying sometimes. Are these flaws that the 
developer didn't fix, or is there something wrong 
with my PS2? | have many other games that | 
play and they never lock up on me. Only with 
EQ does this curse exist. Hopefully you can shed 
some light on the subject. 

lan Griffin, majesticgriffin@usa.com 


=RIC It could be both. From what we’ve 
heard, the glitches are the result of some 
troubles with the dual-layer DVD on which 
the game is printed, and some batches of 
DVD and PS2 are going to be less compat- 
ible than others. We’re inclined to believe 
this is the truth, because the pre-release 
version we reviewed, which arrived on two, 
single-layer DVDs, was flawless. 


Odd Man Out © 
I've recently been SEE Oddworld! Abe's 

Oddysee and Oddworld: Abe's Exoddus. Then | 
remembered Oddworld: Munch’s Oddysee for 





| saw a rainbow over the Crag of Holla in 
La Thein Plateau and | saw the sun set on 
the beach in Valkrume Dunes. | also saw 
the northern lights at Qufim Island. 

Jacob Hanson, Kennewick, WA 


Let me think... Oh yeah, when | didn’t pay 
$115.00 to play for one month. 
Ethan Neuberger, Grayling, Ml 
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We were walking down the path when a 
troll thing beat us senseless and took my 
pot of gold. Now what's this game you're 
talking about? 

Mike Nosliw, Glendale, CA 


One word... CHOCOBOS'!!! Even though | 
haven't even gotten the game... 
Jess Beauvais, Collegeville, PA 





There's the part of looking at it on the 
shelf... that’s as far as | have ever gotten! 
Man, | am great at it! 

Anthony Squitire, Coram, NY 


Getting to the secret level where you meet 

Cloud and he automatically jumps you to 

level 999999999999. | loved that part. 
Robert Vierling, Saint Louis, MO 





DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


2 SS ez m0 





ma) | 


A “I can be famous for getting kicked off of 
American Idol?!” \f anyone can, Randy, it’s you. 


Sf But “Wizzay” is 
not a real woral/) 


I don't know § 
A if you've Zeare/. | 


A Casting for the role of Bill in PSM: The Hip-Hop 
Musical didn’t go quite as smoothly as expected. 


“Attention 
PSM staff dor’t 
forget, next Tuesday 
/s mandatory Ho 
pants clay!’ 


Very funny, 


ms 


A. It’s office tradition to send prank memos to the 
new guy on staff... but in this case, we weren't. 





4, Whenever one of us needs extra lunch money, 
it’s Electronic Novelty Hamster Deathmatch time! 


Nothing. | don’t understand what the big 
deal is about those games. 
Joe Marks, Berkley, MI 


| don’t look forward to getting FF XI. | had 
one glance of the strategy guide in the 








| saw this big, angry monster storming 
towards me. It looked a lot like Bill. He must 
have been sober. 


Coming along with all my 16 friends and 


Xbox. But | noticed that on the back of the 
instruction booklet it mentioned a five-game 
series called the “Oddworld Quintology” I've just 
been wondering about the remaining games. 
When will they come out? And will they be 
playable on PS2? Any info would be greatly 
appreciated! 

Crash, Crashjedi10@aol.com 


There are future Oddworld games 
planned, some of which are part of the 
“Oddysee” story arc you mentioned. 
Oddworld Inhabitants is currently working 
on a new Oddworld title, which may, believe 
it or not, appear on PS2 sometime in 2005. 


Cheaters Never Win... Right? 

| just received my May issue in the mail and read 
it through as | usually do. In the ‘Codes’ area, you 
have a cheat code for “Champions of Norrath: 
Realms of EverQuest”. In it you state that the 
code is ‘L1+R2+L3; though | have not tried this 
one, | do use ‘L1+R2+R3: You also state that it 
is with a Ist level character. | have done it with 
characters as high as 15th. All you need to do is 
start a new game, as soon as you gain control of 
your character, go to the menu area, import the 


* character you want to ‘cheat; and then use the 


above cheat code. Go to the first save point, save 
the game, load your original game, and import 
your new 20th level character. 
Why do it to a character above Ist? With 

the cheat, you go to 20th level, receive 75,000 
gold, and get 999 skill points. You don’t get 
any points to put on your stats. So even though 
you may be 20th level, you only have the stats 
of a Ist level. Waiting until late, even as high as 
19th, you then have all the stat points up to that 
point, you only cheat one level, but you get all 
999 skill points that you can put into more skills 
right away. 

Morlaki, Morlaki@new.rr.com 


Thanks for the tip, Morlaki. Personally, 
I'd prefer to play this game the way the 
developers intended — cheat free — but if 
you’re the type who doesn’t mind tipping 
the scales a little in your favor, even later in 
the game, this is sure a good way to do it. 


Viark Brooks, Indianapolis, IN 


Died... a lot of times... repeatedly. 


The coolest thing that I’ve done so far is 


Dial It In 
When | opened your last issue, | was greeted 
with an ad for the new FFX/. Since | have been 
a long time FF fan, | stopped a moment to look 
it over, even though it wasn’t anything new. I did 
notice something new, though. Just below where 
Online is written on the bottom of the page are 
the words “Broadband and Dial-up’ | just stared 
at it for a few seconds before it hit me... it can 
be played on dial-up. Where | live, broadband 
is unavailable, so | had just written off FFX/ as 
something that wasn’t going to happen for me. 
My question though, is whether or not FFX/ will 
really play anywhere near acceptable with dial- 
up? Since | am what you could call a “starving 
college student; | just can’t justify buying the 
$100 FFX! pack without knowing if | can even 
play it on my connection. Well, can it? 

Orel West, orelwest@yshoo.com 


You can definitely play Final Fantasy 
XI over a dial-up connection — it’s the initial 
updating/patching process that’s going to 
take you eons. On my 3.5 megabit (read: 
fast) broadband connection, it initially took 
about 15 minutes to update the game. With 
dial-up, you'll probably have to start the 
update process, go to bed, then wake up 
the next morning and start playing — but it 
can be done. 


Music Hath Charms... 
Although some might disagree, | am com- 
pletely blown away by certain sound tracks in 
our videogames. After completing the game, 
Wild Arms’ Opening Theme still brings tears to 
my eyes. It simply wouldn't have been the same 
game without Luna's singing (not to mention the 
“Boat Song”). So my question is this: do geniuses 
such as Uematsu earn recognition, such as 
awards or even jobs in the movie business? 
Speaking of which, what is Uematsu working 
on now? | was completely unimpressed by the 
music in FFX-2. 

Nate Columna, natecolumna@yshoo.com 


You couldn’t be more right, Nate. 


Composers like Nobuo Uematsu, Yasunori 
Mitsuda, and Konami’s Akira Yamaoka really 


Roberto Molina, Anaheim, CA 








“ll sell you a cable modem 
for 200 gil!” 


GAMES WE 
WANT TO SEE 


ONIMUSHA 4: 

UNDER SIEGE 

This follow-up to 
Onimusha 3: Demon 
Siege would introduce 
anew celebrity guest 
star to fight alongside 
Samanosuke. Last 

time, it was French 
action star Jean Reno; 
this time, it would be 
American action star 
Steven Segal. In Under 
Siege, Segal would play 
a chef onboard a Navy 
ship overrun by demon 
warriors. Using hands- 
to-hand moves and 
improvised weapons — 
such as frying pans and 
wrenches — Segal would 
need to defeat them 
before time-traveling to 
back to feudal Japan for 
the final battle. 


Pay 100 bucks for it, get high speed internet 
and convince a friend that it was harmless 


to let me use his credit card. 


relentlessly kill my taru-taru character after 


getting them to level 80, then restarting. I 


Brandon Chamblee, Brooklyn, NY 


Actually withstood the game for more than 


store... It seems too complicated to do 
something “cool?” 
Ryan Reyes, Gaithersburg, MD 


taking out the Fire Dragon north of town 
was a memorable event..... 
Nick Bryant, Corvallis, OR 


do this because | hate gnomes and that is 
what they are. 
Bobby Grayson, Gibsonburg, OH 


10 minutes (must kill Fina! Fantasy)! 
Zachary Reichert, Penn Hills, PA 
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HARDCORE 
[DottYourself! 


I'm sick of people writing in your magazine 
about how there needs to be more endings 
in a game, or that there needs to be much 
more interactivity with characters, and the 
list goes on and on. It takes companies a 
few years to make a game, and it’s a very 
complicated and difficult process (how 
many of us just have trouble trying to make 
a game on RPG Maker?). If you want to see 
a game that’s more interactive, or whatever, 
go out there and make it yourself. Where 
most of us gamers tug at our hair when 
we can't beat a boss in a videogame, these 
guys are working around the clock tugging 
their hair out trying to make the game run 
smoothly! So if gamers want to see better 
games, | Suggest perhaps you try becoming 
a video game designer and see how hard 
it really is to make a good game, or even a 
bad one, for that matter. 

Barton, Jehuty9987@aol.com 


It’s true that making even 
a mediocre game can be incredibly 
difficult, but that shouldn’t keep 
gamers from demanding much more 
from their games, or better, more satis- 
fying experiences overali. 


4 


deserve far more credit here in the U.S. 
than they receive, though I don’t know if 
they’d consider movie sound tracks a step 
up. Devoted fans might want to check out 
the website www.majesticmix.com/music, 
Www.oneupstudios.com/albums, and espe- 
cially www.square-enix-usa.com/uematsu/ 
black_mages. | absolutely guarantee you 
won’t be sorry. 


Stop Your Whinin’! 

| understand that nothing can ever be as good 
as it was the first time (except, well, you know...), 
but games change and so do all of us who play 
them, so to everyone out there who feels let 
down by the death of 2D or the fact games 
may not hold that “special feeling” anymore, 

try looking at the situation from a new angle. 


ft 


na LAS : i = 
r=} 0) ©] = Hos Fy 
feje] = {| & E7.\ 


ASK THE 








BILL Justin, it does my heart good to know that 
gamers haven't lost interest in the hard sciences. As a 
dues-paying member of the International Deranged 


Investigators Of The Sciences, I’m here to give you 
that “thoughtful, adult answer.” 

Awhile back, some fellow “scientists” and myself 
took a camping trip to study... uh... herbal chemistry 
and carbonated fluid dynamics... yeah, that’s it... 


Developers have to go with the money and sales 
push the industry; it is not their fault they are 
funded to create a series of games. So if one is 
looking for the same “feeling” that they got from 
playing a PSone game or say the first Jak game, 
it is not going to happen. Sequels usually are 
meant to further the challenge of the original, 
to expand on a proven formula, so accept it and 
enjoy. There are plenty of great games out there 
to try, so dry your crying eyes and just play. 
Mark, markembrogno@hotmail.com 


I couldn’t have said it better, Mark... 
so | won't. 


Missing Persons 
| played through Madden ‘04 and NFL Street, 
unlocking everything and came across a horrible 
glitch. Elway’s missing! Madden's missing all the 
historic players and NFL Street’s missing all the 
main ones! Why must they torment us? 
Richard Stack, 
probowler2004@hotmail.com 


Bronco’s fan, eh, Richard? It’s all about 
the licensing, I think. Perhaps Mr. E didn’t 
feel like being part of the game, or maybe 
he wasn’t viewed as tough enough to play 
that kind of ball. | wouldn’t necessarily call 


steak (the meat kind of steak) into a bowl of Coca- 
Cola, the steak would dissolve in three days. So, 

here's my question. If you drank the Coke after the steak 
dissolved in it, would it taste like Coke? Or steak? Or 
both? | need a “thoughtful, adult answer” on this one. 
Justin Mcintyre, inayusha24@aol.com 


| had gotten an e-mail once that said that if you put a ; 













The really 
scary part is 
that | Avow 
the a7swer... 


We encountered some weird, uh... 
and, as a result, a steak was inadvertantly left ina 
bowl of Coke and promptly forgotten. I can’t tell you 
any more than that, except that we laughed a lot. 
After a few days, we began to notice a peculiar 
odor emanating from one of the sleeping bags. We 
discovered that the steak had taken on a rather mushy 





“conditions” 


appearance and a sharp, pungent odor. I'd like to 


Elway’s omission a glitch, but I’m a Bears 
fan, so my whole world revolves around 
Sweetness. You're right that Madden really 
needs to have the oldsters in there, though. 


Console = PC? 
OK, | don't know if it is just me, but | have 
noticed every console out there trying to 
become something we already have — a 
computer! Haven't you guys noticed it, too? 
Keyboards, Internet compatibility, hard drives... 
if this is what the console's path is, then | might 
as well not buy another one and just buy the PC 
version of every game that comes out. | know 
all of the star games that come out don’t have a 
PC version, but a lot of them do and that’s good 
enough for me. What's your opinion? 
Jeremy Abbott, 
accessdenied 187 @hotmail.com 


You’re dead-on with the observa- 
tion that consoles are integrating more and 
more PC elements, such as mice, keyboards, 
USB ports, and the like, but when you 
consider we have consoles that give us 
visuals and games rivaling PCs that cost 
several times as much, you start to under- 
stand why consoles are so popular. 


tell you that we didn’t feed it to anyone to study the 

repercussions, but I’d be lying. As for the results, our 
study determined that it tasted like this: “Argh! What 
is this $#1&? My tongue is burning! Ack! Ack!” 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 





Top 10 
Useless PSe 
Add-ons and 
Peripherals 


10. PSone to PS2 
Memory Card Adapter 


9. PSone to PS2 
Controller Adapter 


8. Custom Designed 
Analog Stick Covers 


7. Officially Licensed 
Network Adapter 
Screwdriver 

6. Drive Tray Stickers 


5. The Horizontal 
System Stand* 


4, Five-Player Multi-Tap 


3. Final Fantasy XI 
Themed Memory Card 


2. “Lil Bit Extra” 1ft 
Controller Extension 


1. The X-Ray EyeToy 


*Actual Add-on 


When | was in Selbina and an NM named 
Doman came and slaughtered everyone in 
a 20 mile radius. Even 3 high level Japanese 
players almost died to him. It took 20 
minutes for him to die. 

Renier Martinez, Riverview, FL 


The online feature... 
David Molina, Sacramento, CA 
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NOTHING... since | can’t find one freaking 
store that sells the darn harddrive! 
Matt Sguerri, Fountain Valley, CA 


My best moment was when | stomped the 
floor and yelled behind my friend when he 
was fighting a huge monster. He pressed the 
wrong button and lost. 

Sean Bellamy, Woodland Hills, CA 
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Well, | can’t afford it, but the front cover 
sure looks cool. 
Spencer Chamberlain, Cincinnati, OH 


Buy it for me and | may be able to tell you. 
Andy Sasala, Gurnee, IL 


Gained level 2!! 
Jim Hall, Cadiz, OH 





Uhh, | didn’t see anything, since it takes SO 

MANY TIMES TO ACTUALLY CONNECT! 

ARGH! Also, | can’t find anything to kill. 
Josh Patricio, San Diego, CA 


Nothing. After completing FFX¢2 for the first 
time, | lost faith in Final Fantasy. I'm not sure 
| will ever be the same again. 

Kelyn Harrup, Bemidji, MN 


girl in townP £ 


She's, 


looking! 


; | bet she's 
a really ~/ce person, 
once you get to 
know her. 


Yj 


Review The Reviews 
All right. I've got a bone to pick with you guys. You don’t 
seem to be making the same great magazine that I’ve 
been subscribing to for years. Your reviews and scores 
are starting to look like you guys are being paid under 
the table. | hope you can give me some good answers. 

For example, your review for Fallout: Brotherhood of 
Steel. You say, “Fallout: BOS really shines in its character 
customization and interaction with other characters. 
Unlike the PC games, where you basically built your 
character from the ground up, FBOS provides you with 
three starting characters and then lets you use experi- 
ence points to increase their prowess in a staggering 
number of categories. This gives players unprecedented 
control over what their character will ultimately become” 

BS! The “staggering number of categories” have 
little to no effect on the gameplay. And the game plays 
the same way, no matter what character you choose, or 
what attributes you give them. BOS is only a mediocre 
game. Somehow, Interplay managed to make it less 
polished than the game that first utilized the engine, as 
well. Worthy of a 6, MAYBE a 7 tops... 

I'm sorry if it sounds like I'm holding you in 
contempt, but | just want to be sure I’m getting the best 
reviews. I’m not only paying for your magazine, but it’s 
also my money that's going down the drain when | get a 
misleading review for a game that turns out as a piece 
of crap. | don’t have a lot of money, so I’m not very 
happy when things like this happen. 

CJ, digital_nomad@bresnan.net 


‘RIC Sorry you didn’t agree with the review, CJ. 
We do our best to ensure that every review we 
publish is as accurate as humanly possible, but 
because everyone’s tastes are different, there’s 
always the possibility that you may not see eye 
to eye with our reviewer, and that the things that 


Do you know 
Where | can find 


make or break a game for us may be more or less 
important to you. | promise you that nobody takes 
the accuracy of our scores more seriously than | 
do, so your dissent is duly noted, and I can assure 
you that I’m constantly thinking of new ways to 
make our reviews more and more accurate. 

By the way, we definitely don’t get paid 
under, over, or around the table for any of our 
reviews. One look at the broken-down jalopy I 
drive to work every day should be ample proof 
of that. In fact, we won’t even tell the publishers 
what the review scores are until we know the 
completed issue has shipped out to subscribers. It 
drives them nuts, but also makes certain that our 
editorial integrity remains 100% independent. 


Back To Back 

I'm a hardcore gamer, as is my brother. We recently got 
a game room with two TVs facing back to back, so we 
can get some intense games going. We were wondering 
if Sony has come out with, or is coming out with, an 
adapter that is made for this type of play, so — for 
example — in Madden ‘04 | can look at my play, and he 
can't see it. 

Jay Ripley, gator_fan1@hotmail.com 


Let me get this straight... you have two 
TVs connected to one PS2? If that’s the case, 
you're out of luck. If, on the other hand, you had 
two TVs and two PS2s with Network Adapters, 
you could either play online in Madden versus your 
brother, or via a direct PS2-to-Ps2 connection in 
other games. 


Ice Got Iced 
What ever happened to /ce Nine? Its release was origi- 
nally scheduled for last spring, then this February, and 


TECH TALK 


In last month's issue (#84, May 2004), Craig LePera 
wrote about his PS2 not playing blue discs. Here’s 
the answer. First, the problem is probably not with 
the lens, it's probably with the disc grips. They get 
dusty and won't spin the disc quite as fast as needed 
or they slip. Blue bottom discs need to spin faster 
than normal discs and that’s why they are the first to 
stop running. Get a can of compressed air, open the 
CD holder and spray the heck out of it, trying not to 
get any condensation in there. That should work. If it 
doesn't, take two pieces of clear scotch tape about 
an inch long. Put one on both sides of the hole in the 
middle of the disc on the top, as close as you can get 
without covering the hole. It should give enough grip 
for the CD to work properly. | had the same problem 
and this worked wonders. 

Ace, Aces1985@aol.com 





Well, there you have it — a reader tech 
problem solved by a fellow PSM reader. Thanks 
a lot, Ace! 


now it’s still not out. You guys started to cover it a lot 
during the months leading up to E3, and then it was 
never heard from again. Is Bam! keeping their mouth 
shut or did they just drop the ball on the whole project? 
Grant Johnson, Gej723@zaol.com 


Ice Nine has unfortunately failed to achieve 
concept approval from Sony. This means that 
Sony has decided that the game simply isn’t 
good enough to appear on PlayStation 2, so it’ll 
probably never see the light of day. 





| was fighting a monster and | had to 
escape, because it was going to kill me. As 
| went to run, | was engulfed in light and 
realized that | was saved by a little white 
mage. | ran back and attacked like crazy. 
The whole time the white mage healed me 
until we brought the beast down. 

Nick Martin, Stoughton, WI 


I've seen a rabbit. | know what you're all 
thinking, but it’s true. There really are 
rabbits in the game. 

Justin Crotts, El Paso, TX 


| love running in the open country and 

suddenly seeing Ifrit or Shiva appear 

next to a summoner in the distance. The 

animation/character models are great, and 

the soft glow they emit looks fantastic. 
Brent Bellew, Golden, CO 


Um, absolutely nothing, | find the game 
boring and un-needed, so I’m not gonna 
play it any more. I’m playing WarCraft 3 TFT, 
or Ace Combat 4. | really hated FF XI. 

Brian Espinoza, Camarillo, CA 


One level 3 Hume getting chased by 7 
sand hares in Valkrum Dunes. 
Mike Bell, Abilene TX 


| took a boat ride and got to see pirates 
and sea urchins! WoOT! 
Jason Moody, Tulsa, OK 


Killing bats with a broomstick!!! 
Eddie Olazaran, Dallas, TX 
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It’s our big E3 report, baby!!! We'll go hands-on 
to give you dirty new details on Metal Gear Solid 
3, God of War, Jak Iii, secret new games and 
hundreds more! Plus, you will finally witness 

— drumroll, please — the full unveiling of the 
PSP! Best of all, behind closed doors we’re going 
to exclusively see a game in action, a mega sequel 
of Grand proportions! Miss this issue, and you'll 
have to turnin your gaming license. 








WRITE THIS CAPTION! 


aa 


A WRITE A FUNNY CAPTION FOR THIS PICTURE! 





Our July, 2001 cover featured your 
_ friendly neighborhood Spider-Man, 
and why not? After all, there were 

two new Spidey games on the 

shelves, plus a huge action movie 

in theaters everywhere. And that’s 

not all... 

This also just happened to be 
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BRENDA COLEMAN of Platte City, 
MO is the winner of our March 
Caption Contest. Brenda, your 
PSM Prize Pack is on the way! 


A “And that, class, is how a star is born 


BIKINI GASIE GIRLS IM OUR SWIMSUIT SPECIAL! 


our Swimsuit issue as well, and we 
had seven pages of the the hottest 
pixels on the planet wearing next to 
nothing as they relaxed by the pool! 

Plus we also had mega-cover- 
age on a little game known as Jak & 
Daxter... You've heard of it, haven’t 
you? We thought so... 

There was also a few minor 
things, like first pics of Madden 
2002, new screens of FFX... you 
know, your usual PSM summer fare! 
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TACTICAL ACTION 


Time flows from day to night. Seasons change. Swords will rise and men will fall. From the creators of Kessen™ 
Dynasty Warriors®, Samurai Warriors™ recounts tales of valor and betrayal in Medieval Japan. Cherry blossoms : 
cascade onto springtime battlegrounds. Traps lay hidden in noble castles. Battle through 30 scenarios prepared to 
lose and you will emerge victorious. With multiple endings you have the power to change a nation's destiny. 
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